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NF MAGAZINE'S WEEKLY 
VIDEO & AUDIO PODCAST 


Hey there, Force fans! Did you know that the Nintendo Force has its 
own weekly podcast, available in both video and audio form? It's true! 
Co-hosts Evan Campbell and Noah Ward record new episodes every 
Monday night at 10:00 p.m. Eastern, and you can tune in to watch the 
magic happen live through the NF Magazine YouTube channel. If you'd 
prefer more of a traditional podcast experience, the audio-only version 
of each episode is uploaded to NFMagazine.com every Wednesday. 


So check out the NF Show, why don't you? Evan and Noah will keep you 
entertained each week while chatting about the latest Nintendo news 
and rumors, other members of the Force drop in on a regular basis and 
there are even free game and subscription giveaways! Don't miss it! 


Visit YouTube.com/NFMagazine to check it out! 
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A Focus on Fatherhood 


Welcome to NF Magazine's second May/June issue! 
It's an especially appropriate pairing of months, as 
together the two encompass a full celebration of 
parenthood - Mother's Day happens every May, 
and June, of course, holds the annual Father's Day. 
So because it seemed timely to do so, for this issue 
we've chosen to shine the spotlight on Dads in 
gaming. (Don't worry, Moms! We'll have a Mother's 
Day-themed issue in the future too, likely packed 
with retrospectives on Nintendo's Mother series 
and an in-depth analysis of Mother Brain from the 
Metroid games.) This time, though, it's all about 
Dads. Our central feature, "Where Have АП the 
Fathers Сопе?," takes a look at the disturbing lack 
of father figures in Nintendo's most famous fran- 
chises - while "Bad Dads" puts a more humorous 
emphasis on those villainous fathers who are 
doing their best to raise their offspring in the ways 
of evil. We've got an uncommonly unique featured 
Interview this time, as we posed questions to 
WayForward's Matt Bozon - and his kids, at the 
same time. What's it like to grow up with a Dad 
who makes video games for a living? Or how about 
growing up with a Dad who owns the largest col- 
lection of video game memorabilia on Earth, and 
keeps it all in a room in the house? We've got that 
too, courtesy of our own Brett Martin. And then 
there's our cover story review of Professor Layton 
vs. Phoenix Wright: Ace Attorney, which features 
what may be the last-ever pairing of the Professor 
and his apprentice Luke, and is probably the best 
picture of a father/son dynamic ever seen in 
Nintendo gaming. | hope you enjoy 

the issue - and my two sons do 
too! (See, there's a reason 
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| think Super Mario Galaxy 3 is going 
to be shown. Think about it, there 
have been just too many Rosalina 
appearances recently - Super Mario 
3D World, Mario Party: Island Tour, 
Super Smash Bros. and now in Mario 
Kart 8, even Baby Rosalina will make 
an appearance! Rosalina is ready to 
launch into another Super Mario 
Galaxy game! - JORGE GODINEZ 


I'd guess three Smash newcomers, 
like last year. One expected one, like 
Palutena or Pac-Man. One heavily 
requested one, like Ridley or Mewtwo. 
And one completely out-of-the- 
ordinary one, like the rumored 
Rhythm Heaven Chorus Men or 
Nester. - ANDREW GRABOWSKI 


| think Nintendo will enter the Oculus 
Rift/Project Morpheus battle with 
their own secret weapon, the Virtual 
Boy! It's practically in every home 
already, so they've just got to make a 
Game Link-to-USB connector and 
we're all in a new world of red and 
black Wii U goodness! 

That, or DuckTales: Remastered 2 
as an exclusive. Wait, that would be 
way better. | want to see this 
announced instead! - TOAD64 
Uncle Scrooge has had his turn at 
HD glory already; 1 think we need a 
visit from the terror that flaps in 
the night. 


Metroid All-Stars! It's a collection 
that'll include remakes of Metroid, 
Metroid Il, Super Metroid and Metroid 
Fusion all in glorious HD... or maybe 
Retro Studios can prove once again 
they can make a great 2D platform 
game like Donkey Kong Country: 
Tropical Freeze, making a new 2D 
Metroid game. - EMMANUEL CON 
DOS EMES 


In numerically appropri- 
ate fashion, the eighth 
issue of our magazine 
focused its attention pri- 
marily on Mario Kart 8. 
But now, a different 
number lies just over the 
horizon: 3 (as in E3). We 
requested your input on 
which new games you 
think will be announced 
at this year's Expo (and 
any other news you're 
predicting). Here's what 
you had to say: 


I'm really hoping for a reveal of the 
"Pokken Fighters" Pokémon fighting 
game. We've been on pins and 
needles for months with no info, and 
if it looks as promising as the new 
Super Smash Bros., ІЛІ be set! 

– ZACHARY SIDDIQ 


Prediction? How about a hopeful 
guess instead? I think that the 
"obvious" characters in Smash Bros. 
that haven't been officially announced 
yet (Ice Climbers and Captain Falcon, 
for instance) are going to get (A) their 
own game that will have its trailer 
shown during E3, (B) have a new 
feature in Smash Bros. for Wii U that 
relates to their original game, or (C) 
will have a character from their own 
game join them in the roster (like the 
Charizard/Greninja reveal). Whatever 
it is, my bet is that they're holding 
them back as a reveal for a big 
reason. - ERROL DOZEN 


| think they're going to announce a 
Zelda/Mario crossover. - JEFFREY 
WITTENHAGEN 

Нтт... "Тһе Legend of Peach," or 
"Super Link Bros."? 


| don't expect to get too large of an 
approval on my input, but if Nintendo 
were to show something big at E3, it 
would be playable Ridley in Smash. 
While some may see it as a great leap, 
| firmly believe that his chances are 
still sizable. Just imagine, the amount 
of news on the event would be 
colossal! Him getting in would gain а 
massive surprise from the fans, espe- 
cially after everyone believed that his 
chances dropped immensely! It might 
take a gargantuan amount of luck, but 
I'm sure that everyone would be tre- 
mendously happy over Ridley! 

- COLVIN BATEMAN 


From a Father to His Son 


My name is Eric Miller. In addition to being raised on a 
steady diet of excellent Nintendo games, my mother 
also taught me how to cross-stitch. Please find 
attached a picture of my son Owen with one of his 
favorite pictures that I cross-stitched for him. Mario 
Kart 8 has inspired me to submit this photo. If it 
happens to be selected for inclusion in a future issue of 
NF Magazine, | would be forever grateful (and it would 
mean even more to my son). Thanks again for produc- 
ing an excellent magazine! - ERIC & OWEN MILLER 
Eric - perfect timing. What better photo to print in 
our Father's Day issue than this example of you 
using both your talent and your love of Nintendo 
together to tell your son how much you love him? 


Owen, your Dad rocks! 


A new Takamaru game. Why would 
they advertise such an obscure game 
with Nintendo Land? They have to be 
reviving it! - ISAAC SOLUM 

Now you're just getting my hopes 
up for a new Balloon Fight. 


| predict a new Miyamoto IP and a 
new Mario Tennis game! Oh, and also 
Animal Crossing Wii U. - TYTYGH 


I'm pretty confident that Nintendo 
will announce a new Advance Wars 
game for 3DS. Intelligent Systems 
has finished developing/localizing 
Fire Emblem and its DLC, so it makes 
sense that they'd be revisiting 
Advance Wars right now. - FRITZ 
SCHNACKENPFEFFERHAUSEN 


They've got to reveal Zelda some- 
thing. Here's hoping The Year of 
Tingle will come sometime soon! 

- ALEX TUCKER 

We knew it! Actual confirmation 
that Tingle fans exist in America! 


Nintendo will surprise old fans by 
making another installment in a long 
lost franchise: StarTropics! Iwata will 
make the Direct gesture at least 54 
times and Chrom and/or Lucina will 
be announced for Smash. 

- MANUEL TEE 

I keep hoping someone might 
reboot StarTropics. As for Iwata, 
you're lowballing the number a bit 
there, aren't you? 


I'm hoping for more info on Zelda U 
and Hyrule Warriors, and hopefully 
more characters for Smash Bros., 
including the release date for the 
3DS version. Finally, | would love 
Super Mario Sunshine 2 for Wii U and 
maybe a new Super Mario Galaxy 
game for 305 or Wii U. | would love 
to hear all of this at E3 2014, and 
hope everything Nintendo 
announces will be awesome! 

- KEVIN McKENNA 


Aside from the games, | want to see 
Nintendo announce an animation 
series akin to Captain N and The 
Legend of Zelda with full-on '80s 
cheesiness. - ALEXANDER 
BODINE 


KRAGEN 


The Robo-COO 


Nintendo will announce that Reggie will be 
getting permanently replaced by the Fils-a- 
Mech. It's a no-brainer! - BRADLEY 


New Super Mario Bros. U originally 
didn't have any indication that it 
would recieve DLC whatsoever, but, 
after a patch, it did. Considering 
Nintendo plans to still talk about 
Mario Kart 8 at E3, even though it 
will have already been released, do 
you think it's safe to assume that 
they will announce DLC for the 
game? - HUGO PEREIRA 

We certainly hope so, Hugo! In 
fact, we decided to put together 
an entire article addressing this 
very topic. Flip over to Page 14! 


Just a while back, after weeks of 
waiting intently by the mailbox, I 
finally got my first issue of Nintendo 
Force. Let me first say that | was 
frustrated by Nintendo Power's can- 
cellation. Furthermore, the last issue 
— the final bittersweet departure of 
my beloved magazine - was lost in 
the mail! It was frustrating as | went 
through a year with no magazines, 
but thanks to Kickstarter, | found you 
guys. Now here I am, just like when I 
was a little kid, sprawled out on the 
ground reading page after page. | 
would just like to thank you for filling 
the void. - MATTHEW PERSON 


But how would you solve the water 
problem? Might want to look into that. 


DON'T ANGER 


THE OX 


Hey Ox! As a fellow Transformers 
fan, it's nice to see our beloved 
Robots in Disguise finally getting 
some decent video game representa- 
tions after years of false starts (like 
Mystery of Convoy for the Famicom, 
The Headmasters for the Famicom 
Disk System and Beast Wars 
Transmetals for the N64). Now, with 
yet another big-budget movie on the 
horizon, what do you think about 
these new-fangled Transformers with 
their beautiful graphics and amazing 
sound effects? *CHURR CHEERRR 
CHIIIKKK* (Classic transforming 
sound.) - DANIEL “PROTOMAN” 
ARSENAULT 

The" Cybertron" ones? Those 
are pretty awesome. I'm more 
torn on the movie ones: Bayvision 
made keeping track of them more 
difficult, especially with all those 
busy designs in the same colors. 
In the new movie, Optimus and 
Bumblebee have neat designs, but 
the problem is they don't look like 
they actually turn into anything, 
and I’m not sure how I feel about 
that yet - is it better or worse if 
they "transform" with little visual 
connection between the two 
forms? The Dinobots are looking 
pretty cool, though. 
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Kart's Greatest Hits 


In our longest and most in-depth feature 
article to date, Tony completely dis- 
sected the entire history of the Mario 
Kart franchise in Issue #8 with "The 
Road to Mario Kart 8." It looked at each 
and every installment in the series so 
far, pointing out the highlights and frus- 
trations that defined each sequel over 
the years. To coincide with the mega- 
feature, we asked you, "What are your 
favorite tracks, characters and items 
from the entire history of the Mario Kart 
series?" And here's what you had to say: 


The greatest track in Mario Kart has to 
be Rainbow Road! Nothing is more 
satisfying than pushing your friends 
off the edge and watching them fall to 
their doom! - HUNTER GINN 


Throughout Mario Kart history, I’ve 
always enjoyed the Bowser's Castle 
racetracks the most. My favorite 
Bowser-themed track would be the 
one from Mario Kart: Double Dash!! 
My favorite character to race as is 
Yoshi, and my favorite item is the Red 
Shell. - LEVI MAGNUS 


| love the Pinball level from Mario Kart 
DS. I believe it was also used in either 
the 3DS or Wii version of Mario Kart. 

- BIMMY LEE 

That would be "Waluigi Pinball," 
and yes, it was incredible. The track 
- which had you driving around 
inside a gigantic pinball machine, 
for anyone unfamiliar - reappeared 
in Mario Kart 7 for the 3DS. Oddly 
enough, Waluigi himself wasn't 
playable in that particular sequel. 


My favorite track is Baby Park. My 
favorite Kart character is Daisy 
because she's all, "HI, l'M DAISY!" My 
favorite item is and will always be the 
three Red Shells. Defense and offense 
all rolled into one, baby. - KEN 
ONDRACEK 


SUPER MARIO KART 5” 


My favorite character in Mario Kart 
has always been Koopa Troopa, ever 
since the original Super Mario Kart. (I 
even prefer the more light peach skin 
color compared to the yellow version.) 
| was really sad when I found out he 
got cut from Mario Kart 64's roster. 
But all is well, though, as he'll be 
returning for Mario Kart 8! Never 
forget to press A and Y at the same 
time on the character select screen in 
SNES Super Mario Kart to shrink your 
character! - DAVID JACOBS 

I legitimately never knew about 
that shrinking trick. Thanks for the 
enlightenment! 


My favorite track is Sherbet Land from 
Double Dash!! The music is amazing, 
and it's always fun to push people into 
the Freezies. My favorite character is 
Paratroopa, also from Double Dash!! 
His special item - the three Red Shells 
- is awesome, and can wreck anyone 
on the course. My favorite item also 
has to be the Chain Chomp from 
Double Dash!! The Chain Chomp can 
easily detach from you, making you 
grab onto the edge of your seat and 
enjoy the wild ride. - JACOB 
VANDENBOSCH 


My favorite MK tracks are Waluigi 
Pinball, Wario's Gold Mine and Neo 
Bowser City. – GABE HOFFMAN 


GET IN TOUCH! 


Have a question? Need to change your subscription's 
address? Want to submit a letter to the NF Inbox? 
Use the "Get in Touch!" box at NFMagazine.com! 
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One of my favorite tracks from the 
Mario Kart series is Baby Park from 
Mario Kart: Double Dash!! I love 
playing this track with Bowser and 
Bowser Jr. because of how small the 
track is, and how big their special item 
is - nothing is more satisfying than 
seeing multiple Bowser Shells 
bouncing around that small track and 
hitting the other players at random. 
I'm also really good at taking the turns 
as close to the wall as possible to save 
time. Growing up, one of my friends 
would call me the king of this track. 

- ZACH DOUCET 


My favorite item in the Mario Kart 
series has to be the Feather from the 
original. | know it was borderline 
useless in most situations, but seeing 
that go-kart spin around in the air 
always brought a smile to my face. 

- ZACHARY HITTESDORF 


If | had to pick a favorite Mario Kart 
track, it'd probably be either Koopa 
Cape or Tick Tock Clock. Rosalina is 
hands down my favorite character, 
though R.O.B. was awesome in a 
bizarre way. As for favorite 
items . . . nothing is 
quite as satisfying as 
hurling one of three 
Red Shells. - DAVID 
FLEMING 


Ei Facebook.com/NintendoForce 


Track: DK Mountain. Character: 
Donkey Kong. Item: Bullet Bill. 
- JONATHAN HARRY SCHLISSEL 


Baby Park from Mario Kart: Double 
Dash!! would have to be one of my 
favorite tracks. It's so simple, but the 
extremely small size and increased 
amount of laps around the track made 
it a hectic and hilarious ride every 
single time. - RYAN VANLIERE 
Looks like Baby Park might be the 
big winner for favorite track among 
the NF readership! It isn't back for 
8, unfortunately, but Nintendo is 
still pushing the Baby 


characters. V 
Right, Baby і E 
Rosalina? = S 


@NintendoForce on Twitter 


С] YouTube.com/NFMagazine 


COMIC BREAK 


HAPPY 
FATHER'S 


WAH HA НА!! 
| LOOOOOVE ІТ!!! 


G'MORNIN! LUIGI... 
HEY, HAVE “ОО 


BYTHORTHORVALDSON 


MAY/JUNE 2014 7 


ISLAND OF INSANITY 


The almost indescribably absurd Tomodachi Life arrives in English. 


NINTENDO KEEPS TRANSLATION 
news quiet 99% of the time - if a 
game from Japan is due to be local- 
ized and released in other languages 
around the world, we almost never 
hear even a whisper about it until the 
company decides to make things 
official with a Nintendo Direct video 
presentation or public relations news 
release. 

But Tomodachi Life coming to the 
English-speaking world was one of the 
worst-kept secrets in the company's 
history. 

We first started hearing rumblings 
about this game making the trip 
around the globe months ago, as 
Nintendo President Satoru Iwata was 
uncharacteristically loose-lipped 
about it happening in a January inter- 
view with The Wall Street Journal. The 
tidbit was stealthily stowed away at 


the very end of the article, which read: 


The company is now working to 
decide what can be kept and what 
needs to be scrapped for its overseas 
launch of "Tomodachi Collection" — or 
"Friend Collection" - а 3DS life simula- 
tion game in which Miis from consoles 
can interact with one another and 
develop via mundane activities, such 
as exchanging food and clothing. 

"It's all about balance," Iwata said. 

What a profoundly odd little way to 
announce that a new game is coming, 
wouldn't you say? And yet, an odd and 
uncharacteristic announcement is 
what suits Tomodatchi Life best 
because the wonderfully weird and 
wacky game simply does not fit into 
any established genres of gaming. It's 
like a window into a tiny virtual world 
of insanity, an island where Mii char- 
acters can live and interact with one 
another in ridiculous ways. 

The game did eventually get its 
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own official Nintendo Direct video, 
which tied a ribbon on this entire 
crazy affair. It starred Miis of Iwata, 
Reggie Fils-Aime, Bill Trinen, Shigeru 
Miyamoto and Samus Aran looking for 
love and dancing ceremonially around 
a Virtual Boy. Truly, Nintendo's top 
employees have lost their minds. 

For more on Tomodachi 
Life's gameplay, check out 
our preview on Page 44. 
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“It’s been weeks now since 
the Tomodachi Life 
Nintendo Direct video event 
happened, and l'm still trying 
to figure out just what 
exactly | spent the better 
part of an ee watching. 
think my only real take- 
away from this perplexing 
months-long rollout for the 
game is that | need to keep 
an eye on The Wall Street 
Journal for future Nintendo 


news." - LUCAS 


| love you 
more! 


THE BATTLE FOR 
NFC SUPREMACY 


Nintendo enters the fray in earnest, facing 


off against Skylanders: Trap Team and Disney 


Infinity’s 2.0 update, Marvel Super Heroes. 


FOR THE PAST three years, compul- 
sive collectors and parents of trend- 
hopping adolescents have been at the 
money-sucking mercy of a molded 
plastic cavalcade. Leading the proces- 
sion is Activision's Skylanders series, 
which first popularized the use of NFC 
(near field communication) technology 
to "teleport" physical toys into the 
video game universe. Seeing the 


THE PRAYERS OF the Hoenn faithful have 
finally been answered! Pokémon Omega Ruby 
and Alpha Sapphire, full-fledged remakes of 
Pokémon Ruby and Sapphire (originally 
released for the Game Boy Advance in 2003), 
will be coming in November. Not much has 
been unveiled beyond the games' existence, 
but judging from the package art, it looks like 
Mega Evolutions or new Formes may be in the 
running for the games' central legendary 


beasts, Kyogre and Groudon. 


HoENN CONFIRMED! 


Gen III remakes and more are on the way for Poké-fans. 


But the Pokémon fun doesn't stop there, as 


billions of dollars Activision was 
banking, Disney followed suit with 
Disney Infinity, upping the ante by 
allowing players to construct entire 
worlds stitched together from bits of 
their favorite Disney and Pixar films. 
Both companies will launch follow-ups 
this Fall – just as a new contender 
prepares to step into the ring! 
Skylanders: Trap Team expands the 
already massive playable roster by 
around 50. Like the behemoths from 
Skylanders: Giants and the torso- 
swapping heroes from Skylanders: 
Swap Force, it also introduces a new 
gameplay hook, this one taken 
straight out of Pokemon. Upon defeat- 
ing any of the game's 40 villainous 
Trap Masters, you can capture them 


two more games have been announced: 
Pokémon Art Academy and The Band of 
Thieves & 1000 Pokémon. Pokémon Art 
Academy continues the instruction-based 
premise of past games in the AA series, with 
40 lessons of increasing difficulty that teach 
you how to create sharable pictures of your 
favorite 'mon. The Band of Thieves & 1000 
Pokémon is a Japan-only (so far) StreetPass- 
based game that ties in to the upcoming movie, 
Diancie and the Cocoon of Destruction. Let's 
hope that we see that one Stateside too! 


inside a Traptanium shard toy that 
matches their element. Then you can 
have them fight for you on the side of 
justice! 

Meanwhile, Disney Infinity 2.0: 
Marvel Super Heroes will leverage the 
House of Mouse's comic studio acquisi- 
tion by letting players cause mischief 
with iconic Marvel heroes and villains. 
The first set of figures features the 
Avengers lineup from the 2012 film, 
and later waves will introduce Loki, 
Spider-Man, the Guardians of the 
Galaxy and others. Additional Disney 
and Pixar characters are expected as 
well, such as Stitch, Merida and 
Maleficent. However, while Trap Team 
will release on Wii U, Wii and 3DS, 
Disney Infinity 2.0 is skipping the 
latter two platforms. (That may be for 
the best, since the Wii and 3DS 
versions of the first game couldn't 
match its other editions' features.) 


“If you were to stack every 
Skylander and Disney Infinity 
figurine ever sold atop one 
another, they would . . . fall over 
immediately, because a tower of 
toys is not structurally sound. 


Cimon, guys! Physics!” - TONY 


Team Aqua 
or leam 
Magma? | 
love Kyogre, 
so guess my 
allegiance!” 


But wait! Nintendo plans to join the 
parade with its own NFC project by 
year’s end! Codenamed NFP (Nintendo 
Figurine Platform), this competing 
venture will allow toys modeled after 
fan-favorite Nintendo stars to be read 
by the Wii U's built-in МЕС reader - or 
an NFC peripheral for 3DS to be 
released in the first half of 2015 - so 
that players may share data across an 
entire range of compatible software. 
Nintendo will reveal further details at 
ЕЗ regarding NFP, so keep an ear out! 
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PIKACHU, JAPAN d 
CHOOSES You! 


World Cup mascot means World Cup merchandise. 9 Q 


THE 2014 WORLD CUP is being held in Brazil and starts June 12 – but Japan will be sending more than just - 
their soccer team to the event, as Pikachu has been chosen as the official mascot to represent them at the мМ, 
games. This facts lends itself irrevocably to merchandising efforts, and we've already seen а number of items 
proposed for sale or promotion. Several plushes of Pikachu in various poses have appeared, as well as a 
Poké Ball-shaped soccer ball, a foam squeezie and more. Several art pieces have been released showing 
many of the Pokémon starters — like Charmander, Bulbasaur, Squirtle, Chespin and more - wearing the 
jerseys of Japan's team, but no merchandise beyond Pikachu has emerged . . . yet. Expect these and 
more to go on sale soon. The best way to get them is to watch import shops, but as many may be 
promotional and not simply for normal sale, they may only be obtainable through events or auctions. 


CoiN RUNNERS 


Picking up loose change really 


does make these racers go faster. 


JAKKS PACIFIC HAS wasted no time in leveraging its newly 
acquired Mario license. Last issue, we saw a life-size Mario 
Kart, and now they're hitting the toy section with new 
playsets, figures, racers and plushes. The plushes are pretty 
standard, bringing another Mario, Luigi, Goomba and Toad to 
market. Nothing really new. The figures and playsets are 
something that Mario fans have wanted for a long time: build- 
able levels. Each playset comes with various items to construct 
a level, and the packaging converts into backdrops — while 
figure sets then populate the scene. 

Shown below are the Mario Kart 7 coin racers. Riding in 
regular karts, the Bumble V and more, characters from the 
game can race each other across almost any surface. The 
die-cast coin allows each kart to do wheelies and 360s. (Jakks 
also knows a certain new Mario Kart game is coming, and 
they've shown a small loop track as well as a full-blown anti- 
grav track with several loops and twists.) 

We've also seen concept imagery for minifigures of Link, 
Fox McCloud, Captain Falcon, Samus, Captain Olimar and 
more, so it appears that Jakks has fewer limits with their 
World of Nintendo license than we originally thought. 


Bow BEFORE THE PRINCESS 


First 4 Figures offers up an iconic take on Hyrule's ruler. 


AFTER 18 STATUES, First 4 Figures has announced that Princess Zelda, as she appears in Twilight 
Princess, will finally join their Zelda series line. She will stand at 1/4th scale - around 17 inches – 
with Ganondorf and Zant as part of the "Master Arts" Center Piece series. This will be the first in 
that series that does not have an exclusive version, eschewing the normal 1750 regular/750 exclu- 
sive split production set for a solid number of 2500 pieces worldwide. 

First 4 Figures has had access to the actual in-game models for use in converting the characters 
from virtual space to reality for most of its statues, and the results validate the process. The 
impeccable detail of the previous entries are without compare, and the reveal on pre-order day 
has shown that they have spared no detail on Zelda either. Her flowing dress, her ornate accesso- 
ries, her tightly-spun hair and even her thin blade are spot-on. Each statue is hand-painted and 
cast in polystone, as are each of the 18 previous statues. Still, the artists painting these have defi- 
nitely grown with the company's success, as each individual piece is truly a work of art, not just 
some mass-manufactured item. 

The statue will supposedly be released late this year, but F4F has a history of missing these 
dates. (I'd much rather have a statue that has been quality-checked and perfected than something 
rushed and disappointing, so | never have a problem with this.) It will retail at $349.99 and is up 
for pre-order currently at First4Figures.com. And you don't pay until the statue ships! 
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For more cool collectibles and information 
on how to order from import 2/2 visit 
The Video Game Memorabilia Museum 


at http://www.videogamemm.com 
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OBJECT ОҒ FEAR 
Mario Kart's terrifying Blue Shell 


can now assault you in real life! 


NINTENDO LIMITED EDITIONS have historically 
been few and far between, but their offerings as of late 
have been very enticing. For Mario Kart 8, a limited 
edition box set is going on sale in the UK online 
Nintendo store and "participating retailers." (They did 
bring a few over to their Nintendo World Store in New 
York, but unfortunately we've heard no mention of these 
editions being made available anywhere else.) 

The limited edition will include the game along with a 
replica statue of the 100% evil Blue Shell. Naturally, it 
will also come with special packaging to house it all, and 
it will retail at £59.99. Other pre-order bonuses only 
available to the UK will include a Bullet Bill T-shirt and 
one of three keychains: Red Shell, Bullet Bill or Golden 
Mushroom. We'll hopefully know just how limited these 
editions are once they’re opened and photos begin to 
make their way online, where a number on the base will 
or will not reveal the total production number. 

Now all we need is a Super Horn statue to prevent 
these Blue Shells from causing unnecessary traffic jams! 


2068 
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TOON LINK, Now PLASTIC LINK 


The Nendoroid line expands with another iconic Nintendo hero. 


THE GOOD SMILE COMPANY has revealed an obsession with Nintendo characters. First we 
saw Animal Crossing’s Isabelle, then Luigi was announced and now Toon Link has appeared! 
(Isabelle’s already been released, Luigi is due in June and Link will quickly follow in late August.) 
Link comes with four different expressions, including a grumpy face! A Heart Container and the 
Wind Waker will also accompany his Hero’s Sword and Shield. The sword even gets a cool swipe 
effect for posing action shots! Link will retail at around 4,000 yen (about $40.00) in Japan, and 
several import shops already have him up for pre-order. There are no plans to release the figure 
outside of Japan, which seems silly given the demand. 

The next figure after Link will be the original Pokémon Trainer, Red. He’ll be accompanied by 
Bulbasaur, Charmander and Squirtle, but may be more exclusive than the others as he’s only been 
announced for retail at brick-and-mortar Pokemon Center stores. Stay tuned for more! 


PEACH & YOSHI-MOTES 


The princess and the dinosaur get new Wii Remotes 
of their own . . . but wait, where's the one for Toad? 


WHAT'S BETTER THAN Mario- and Luigi-themed Wii Remotes? More character 
remotes! Now, you can have a complete four-player set of Mushroom Kingdom 
character controllers as Nintendo has added Peach- and Yoshi-themed Wiimotes to 
the product line. Peach's controller features colors taken from her dress and brooch, 
and has her crown moniker over the speaker. Yoshi's sports his trademark egg and 
green and white colors, and they also sample his boots for the D-Pad and buttons. 
Each will set you back $39.99. Now all we need is a Toad version so we can play 
Super Mario 3D World with correct character controllers . . . right? 
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TREEHOUSE 
LIVE@E3 


А SMILE FOR THE 
ТНЕ Bic МАТЕЗ 44 SPIRIT CAMERA 


down on the digital approach to delivering reveals. Tecmo Koei and Nintendo are teaming up to 
create a new Wii U-bound Fatal Frame sequel. 


NINTENDO MAY BE skipping a traditional E3 press conference yet again, but they still 
have plenty to showcase at this year's big event. Start clearing the week of June 10 now, 
because Nintendo is ready to bring it! 

You might be expecting a major Nintendo Direct to hit during E3, but it seems 
Nintendo has bigger plans. The Big N's main presentation this year comes in the form of 
the Nintendo Digital Event. This is the must-see event for Nintendo fans the world over. If 
you're looking for brand-new announcements, fresh trailers of the latest games and all 
sorts of surprises, you needn't look any further. The Digital Event takes place on Tuesday, 
June 10 at 9:00 a.m. Pacific Time, so mark the date down on your calendar right now! 

There's sure to be some talk about Super Smash Bros. for Wii U and Nintendo 3DS 
during the Digital Event, but the Big N knows that won't be enough to satisfy fans. That's 
why a Super Smash Bros. Invitational will be taking place during E3 at the Nokia Theater 
in Los Angeles! Fans will get to watch tournament action both in person and online all E3 
long. But there's no need to feel jealous if you aren't able to attend yourself – Nintendo 
is also bringing the new Wii U Smash Bros. to Best Buy locations around the States, 
allowing thousands of fans a first chance at going hands-on with the title. 

If those weren't enough, Nintendo is also bringing us Nintendo Treehouse: Live @ E3. 
The infamously secretive product development team at Nintendo will be hosting live- 
streaming video from Nintendo's booth all week long. That means all the video features, 
interviews and gameplay demos you can stand! It's almost too much to process! 


TECMO КОЕ! RECENTLY announced plans to expand its criti- 
cally acclaimed survival horror franchise, Fatal Frame, with a 
number of multimedia projects – including a live-action movie, а 
novel, and, of most importance to us, a brand-new sequel devel- 
oped exclusively for the Wii U. 

In the Fatal Frame series - known as Zero in Japan and Project 
Zero in Europe - players control various female protagonists as 
they explore haunted locales and dispel spirits with a strange 
device called the Camera Obscura. The first two installments were 
available on the PlayStation 2 and Xbox, while the third was a PS2 
exclusive. 

The series has since found a new home with the Nintendo 
family, resulting in both a fourth entry and a remake of the 
second for the Wii, as well as an AR-enabled spin-off for the 3DS 
called Spirit Camera: The Cursed Memoir. To the disappointment 
of many fans, neither Wii title was localized outside of Japan. But 
considering the Wii U's barren release schedule and the the need 
for greater genre diversity on Nintendo's current home console, it 
would be foolish not to take this latest chapter worldwide. 


"Nintendo continues to carve their own path И : 
Ё 5 "Though Fatal Frame IV never received а 
at E3 with a brand-new set of plans. Seems like | Е 
Nintendo fans will have plenty to keep their of fans developed an English translation 


. , mo patch that only requires an SD card and 
eyes glued to at this year's show!” - KEVIN С. мена мирне 
modifications to the Wii are necessary! 


Give it a shot sometime!” – TONY 


Yeah! Unyeah... 


Getting to play the new | hope they'll have more 


Smash early, at Best Buy! а — than one kiosk this year. 
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GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


CARD & PUZZLE EDITION 


CLASSIC GAMES OVERLOAD™ 


WE'RE TAKING A bit of a risk by putting Professor Layton vs. 
Phoenix Wright: Ace Attorney on the cover of this issue, as the game 
still doesn’t have a defined release date for North America as ме’ге 
Or Tora cure) sending this edition off to the printers. It has been released in English 
in Europe already, though - that happened in March - and, based on 
4 that version, we've prepared a full review for you starting on Page 72. 
Here's hoping that the Professor and the Attorney will finally come to 
America shortly after E3, so we don't have to wait much longer. 


NINTENDO ZR DS. 


WE DO HAVE a defined date for this one, though, and it’s 
June 6 - which may have already come and gone by the 
time some of you receive this issue. We're already hard at 
work on our review, which will appear in our next edition – 
but in the meanwhile, you can get a sense of the gameplay 
in store for you with Daan's preview on Page 44. 


WAY BACK IN July of 1991, Nintendo Power published its 26th issue 
with Robin Hood: Prince of Thieves on its cover. The game was a film 
tie-in, and meant to launch alongside the movie — but while the film 


SHOV E | opened on time that summer, the game got significantly delayed. It 


didn't go on sale until November, nearly half a year after it had 
KNIGHT appeared on the NP cover. Shovel Knight may be competing for that 

crown now - it appeared as our cover game for January/February, but 
four months and several delays later, we're still waiting on final word 
for when this one will finally show up in Nintendo's eShops. 


[=] 


NINTEND 


THE CROSSOVER BETWEEN Nintendo’s Legend of 
Zelda franchise and Tecmo Koei's Warriors series will be 
happening sooner than you might have expected - the 
game goes on sale in Japan on August 14. As it shouldn't 
require a lot of localization effort and English media's 
already being shared, perhaps we'll see it soon too? 


THOUGH ЕЗ WILL likely give us the exact date to mark on our cal- 
endars, as we're going to press with this issue, Nintendo's only 
defined a window of Summer 2014 for the arrival of the 3DS edition 


TR. 
JUNE 
of the new Super Smash Bros. Many of us were taken aback to learn ' 065 

that the 305 version would be the first of the two to be released, and 


time will tell whether that's the right business decision for Nintendo 
to be making with the incredibly hyped on-the-horizon title. 


THE RETURN TRIP 
to the Hoenn Region is 
scheduled for this 
November, worldwide. 


Will ick Torchic, 
GENEN res 


AVAILABLE AT 


Nintendo éShop 


CONTENT RATED BY 


к= <> 


*Nintendo's got a whole lot of release date gaps to fill in at ЕЗ this year – 


nearly the entire second half of 2014 is one giant question mark going into 
the show. It's hard to look forward to the launch of an upcoming game when 


you don’t know how far forward you need to look, you know?"- LUCAS 


i 
Select Character 


Gold) Mario 
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The Big N is finally beginning to take some big 
steps with offering downloadable content for key 
games. But will they recognize their biggest 


chances to extend 
the lives of retail 
titles this year? 


DLC: 


кыыз DO'S 


GOLDEN 


OPPORTUNITY 


А SEASON PASS. Many thought we'd 
never see the day. Not that it’s par- 
ticularly surprising or at all a bad idea 
— it's just not something Nintendo's 
ever done before. And when slow-to- 
change Nintendo does something that 
they’ve never done before, it’s always 
a surprise. 

If you’re unaware of what a Season 
Pass is — and, if you’re a Nintendo- 
only gamer, that's likely - it's the 
practice of a company bundling 
together DLC content for one of their 
games into a single package, often at 
a price that’s cheaper than you'd pay if 
you bought each individual DLC option 
separately. Nintendo's first Season 
Pass was just announced in April, for 
Mario Golf: World Tour. (See the 

details just below.) Nintendo taking a 
first step into what's been a 
common strategy for 

other companies 


offering DLC for their biggest retail 
releases fills me with hope that the 
Big N is finally "getting it." Slowly but 
surely, it seems the company is fully 
embracing the benefits of download- 
able content. 

And why shouldn't they? Nintendo's 
uniquely suited to be able to reap the 
rewards from extending the lives of 
big titles, precisely because most of 
Nintendo's titles are big ones – huge, 
million-selling hits. But those major 
games take years to develop, and then 
they get launched out to retail with 
months and months of empty space in 
the company release calendar follow- 
ing afterward, as all of the fans sit and 
twiddle their thumbs, waiting around 
for the next big game to drop. 

In our last issue, we made the case 
that the Wii U eShop could bridge the 
gap between these major releases by 
offering up a consistent slate of 
smaller, inviting indie games to keep 
us busy in the barren in-between 
times. And while that's certainly been 
helpful, Nintendo has the opportunity 
to have even more eShop success by 
riding the momentum generated by 
retail titles by embracing DLC even 
more - particularly for 2014's two 
biggest Wii U titles. 


MARIO KART 8 

Games in the Mario Kart series typi- 
cally have incredibly long shelf lives — 
Mario Kart Wii was still selling millions 
even last year, and it's been over half 
a decade since it first launched. But 
Nintendo could give Mario Kart 8 even 
more of a boost through the months 
and years ahead, with DLC. 


Baby Rosalina 


Think of the possibilities! New drivers 
would be simple to achieve, and there 
will likely be an outcry from fans who are 
unhappy with some of the final roster 
picks being offered. Baby Rosalina 
instead of Diddy Kong? "Pink Gold Peach" 
instead of Dry Bones? And yet, if Diddy 
were to be offered as a DLC driver a few 
months down the road - perhaps paired 
with some new courses - I'd personally 
be happy to part with a few extra bucks. 

The standard Mario Kart structure of 
"four racetracks add up to one cup" 
would work well with DLC too. There are 
eight cups to try to win in Kart 8 as it is. 
Let's see Nintendo add a 9th, 10th, 11th 
and 12th as time goes on - it would keep 
the Kart fans coming back again and 
again for months or years to come, 
instead of us repeating the normal cycle 
of unlocking everything in one whirlwind 
weekend and then only touching the 
game again every once in a while, when 
friends come over. 

Oh, and for Mario Kart 8 specifically, it 
seems a key complaint for many may be 
its altered Battle Mode (read more in 
Tony's review on Page 68.) In those 
cases, DLC could be a way to apply a 
quick fix to a game's shortcomings after 
the fact - Nintendo could release a col- 
lection of more traditional Battle Mode 
maps as DLC to address the concern. 
(Giving them away free would be great!) 


SUPER SMASH BROS. 
As much as I think DLC could work 
wonders for extending Mario Kart 8's 
appeal, though, I believe the new Super 
Smash Bros. could benefit even more. 
Just look at how incredibly fervent 
Smash fans get regarding the unveilings 
of new playable fighters! Smash will sell 
millions on both 3DS and Wii U, and 
Nintendo could keep going back to that 
gold mine of the most hardcore fans by 
continuing to add more and more new 
fighters to the roster in the months and 
years after their retail release. 

It could be promotional for new titles 
too. Imagine Nintendo's wanting to roll 
out a new IP some time in 2015, months 
after Smash has already been on sale. 
They could use DLC to add the new 
game's main hero to the Smash roster as 
a fighter in advance of his or her debut in 
the new game, and instantly millions 
would become more interested and 
invested in that hero than if their game 
had simply been trotted out to the retail 
shelves like normal, in a relative vacuum. 

My head spins with the possibilities — 
the community voting on new characters, 
or new stages and items too – but | want 
to hear what you think! Get in touch with 
us by email, Facebook or Twitter and let 
us know how you think Nintendo should 
embrace DLC in the future. The Season 
Pass has given me hope! - LUCAS 


I'm still young, but one day І hope to 


become a great man like my father. 


000040960 ФӘ 


After failing to find enough crowdfunding 
support for Cult County, Jools Watsham 


discusses what's next for Renegade Kid. 


LAST ISSUE, WE unveiled Mutant 
Mudds developer Renegade Kid's 
brand-new Kickstarter for Cult County, 
an atmospheric and episodic first- 
person shooter in the same vein as 
their earlier work, Dementium. While 
the original demo of Cult County 
shown off at PAX East 2013 was on 
3DS, this new version was slated to 
come out on Wii U and a variety of 
other platforms. 

With a sizable goal of $580,000, 
the Kickstarter opened up. However, it 
soon became apparent that meeting 
the goal was a long shot, and as the 
month passed, the tragic conclusion 
came to the fore: Cult Country wasn't 
getting Kickstarted. It only reached 
$46,736, a mere fraction of the 
intended goal. 

The team at Renegade Kid is still 
seeking out ways to make Cult County 
areality, but it seems, at least for the 
immediate future, that ship has sailed 
as the developers focus on the next 
episode of their 3DS first-person 
shooter Moon Chronicles, their 3DS 
platformer Treasurenauts and a 
myriad of other titles. The silver lining 
to this Kickstarter is that Renegade 
Kid, as a company, isn't going 
anywhere. While wild success would 
have been great for a great Nintendo- 
friendly developer, they will still be 
making games on platforms that we 
cover, whether it's their next first- 
person shooter or the next game in 


the Mutant Mudds franchise. 

We caught up with Renegade Kid's 
Jools Watsham to discuss the trials 
and tribulations of the Cult County 
Kickstarter, and a little bit of what's in 
the cards for Renegade Kid's future. 


NF: What were your initial expecta- 
tions for Cult County? How did they 
shift during the Kickstarter? 

My initial expec- 
tations were that a lot more people 
would be interested in backing the 
project. The first day wasn't too bad, 
but the days following took a sharp 
decline in the number of backers. | 
never lost hope, but my expectations 
that the project would be funded were 
altered fairly early on. 


Why do you think the Kickstarter 
failed? 

| now firmly believe that if your 
minimum funding goal is $400,000 or 
more, you either need to have a very 
well known developer spearheading 
the campaign, or you need to have 
what looks like a finished game. We 
had neither. So, I think the reason that 
the Cult County Kickstarter failed was 
because we could not show what the 
final game would be like. 


Is there anything you wish you had 
done differently? 

No. That campaign was about getting 
the backers involved in the creation of 
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the game from the start of the pre- 
production phase. I still believe that 
that's an appealing idea, but perhaps 
in order to do so we'd need a famous 
developer to gain more exposure and 
excitement. 


Throughout the Kickstarter, it 
seemed like people associated Cult 
County with Nintendo systems (likely 
because you have historically been a 
Nintendo-focused developer). Is that 
areputation you might look to shed 
in the future by making more games 
for PlayStation/Xbox/PC? 

No way. | am very thankful and proud 


of our close association with Nintendo. 


| would never purposely want to 
change that. But, that is not to say 
that we would never make a game 
that is only on a Sony or Microsoft 
platform. 


What led to the addition of the 3DS 
version back to the Kickstarter? How 
would the development of the 3DS 
version have worked? 

We added it in the hope of getting 
more backers. We had not determined 
whether the 3DS version would be a 
port or a separate game and storyline. 


Will you ever attempt to use 
Kickstarter again? What about other 
crowdfunding sources? 

I'm in no hurry to use Kickstarter or 
any other crowdsourcing service 
again. Not saying never. But, not any 
time soon. 


What's the future look like for 
Renegade Kid after Moon Chronicles 
and Treasurenauts? Will you keep 
being focused on primarily Nintendo 
platforms? Or will you look to 
expand to other platforms? 

In an ideal world we'll do both: 
continue to do games that take advan- 
tage of the 3DS or Wii U, while also 
developing different games or 
versions of the same games for other 
platforms. 


You mentioned an experimental 2D 
game in the wrap-up for the 
Kickstarter. Any tease as to what 
that might be? 

We'll have more news soon! 


As always, our thanks to Jools for 
answering our questions! 


RICKS OUTER 


| SATURDAY. 
| MORNING 


TAKING IT BACK TO THE 805 


Mighty Rabbit Studios taps into the spirit of the most radical 


cartoons of yesteryear — time to pour some cereal. 


DO YOU REMEMBER the thrill of waking up early on an '80s Saturday morning, 
pouring yourself a big bowl of your favorite cereal, then taking a spot on the floor 
in front of the television to watch the newest episodes of your favorite cartoons? 

If you do, there's a decent chance you're old enough that you probably don't 
follow that whole routine any more. But if you're feeling a bit nostalgic for the time 
when those cartoons were more of a weekly ritual to partake in than a way to fill a 
24-hour cable network with content, then Mighty Rabbit Studios has just the game 
for you in Saturday Morning RPG. 

The original version of the game was released into Apple's App Store in April 
2012, but now it's making its way to the Nintendo eShop on the Wii U. For those 
unfamiliar with the original game, it's an episodic role-playing game that follows 
young Marty (who bears a striking resemblance to one Spike Witwicky of 
Transformers fame) through a series of adventures against a host of foes inspired 
by classic cartoon supervillains. They're lead by the sinister Commander Hood, who 
resembles a green version of the leader of a certain snake-themed evil terrorist 
organization determined to rule the world. 

Combat is handled in the style of Paper Mario's active turn-based battle system 
(complete with timed hits) while featuring a variety of '805 references. For instance, 
you can collect and use scratch-and-sniff stickers activated by rubbing the touch- 
screen to boost your stats, or use a toy robot figure to transform into a giant truck 
to run down your enemies — an optimal solution when faced with a prime problem. 
The developers also hope to feature some Wii U-exclusive battle objects that will 
"play entirely to the GamePad's strengths." One such idea they're bouncing around | а | а SCORE: 45 
is an attack which pays homage to Presto Magix, where "you'd have to use the ж BALLS LEFT: 2 
GamePad's screen to rub an attack into existence." 

All the while, you'll be playing along to a variety of original tunes composed by 
none other than Kenny Meriedeth and Vince DiCola, whose work should be familiar 
to those who've seen Rocky IV or, more likely, Transformers: The Movie (not the 
Michael Bay films, but the original ’80s version, of course). 

When the game launches, Mighty Rabbit will include Off-TV Play with the Wii U 
GamePad and make the first five full episodes available from the iPhone version, 
while a sixth is planned for a free future update. Meanwhile, the currently unre- 
leased fifth episode will include new enemies and game-cartridge-based attacks 
inspired by NES classics. The new episode will also allow players to engage in 
locales they've previously seen, but not visited, such as the "Charles Cheezer" pizza 
place, where you can play Skee-Ball and Whac-A-Mole to earn new items and 
attacks. Mighty Rabbit Studios is aiming for a release in Q4 2014. - DAVID 


HIGH SCORE: 190 
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DESCENT INTO DARKNESS 


A father fights his way through the underworld to save the souls of his 
wife and child in Insanity's Blade, coming soon to the Wii U eShop. 


CAUSAL ВІТ GAMES’ Insanity’s Blade is a love 
letter to the 16-bit hack-and-slash genre. The game’s 
story follows a warrior father named Thurstan who's 
journeying through the depths of the underworld to 
save the lost souls of his wife and daughter. The 
developer says cutscenes will be placed between 
chapters to help flesh out the tale of tragedy, and 
one of the studio’s co-founders, Chris Obritsche, has 
mentioned in previous interviews that Insanity’s 
Blade’s storyline is long enough to be split into three 
separate games. 

Throughout Thurstan’s journey, players must 
hack away at enemies and obstacles standing in his 
path. Sometimes this involves slicing off limbs, then 
using those limbs as weapons. The game is inspired 
by such past titles as Ninja Gaiden, Splatterhouse, 
Altered Beast and the Castlevania series. You can 
rack up a high score and collect money as you 
clobber enemies along the way, and Thurstan will 
gain new abilities, skills and moves through a 
leveling system as you progress. 

Insanity’s Blade was originally planned as a 
tribute to the 8-bit era of arcade platformers. But as 
development progressed, the developers decided to 
create an experience that an NES game just couldn’t 


possibly offer - they felt that the 8-bit style wouldn't 
do the story justice, and this resulted in an audio- 
visual overhaul to make everything appear more like 
a 16-bit SNES game instead. 

Insanity’s Blade makes an impressive effort at 
imitating the feel of older arcade titles from the late 
"805 and early 90s. The hand-drawn animation and 
sprite artwork is detailed and well crafted, while the 
soundtrack does a fantastic job transporting you 
back in time. Don’t expect this game to be a walk in 
the park either - Insanity’s Blade provides a reward- 
ing challenge similar to the experiences that 
inspired it. 

Recently, the developers offered me an opportu- 
nity to play the PC demo of the game. In it, an entire 
village was surrounded by fire, and Thurstan had to 
battle his way through bats, demons and other crea- 
tures of the night - while there was also some plat- 
forming thrown into the mix to make things even 
more challenging. Toward the end of the level, I 
found myself thrown into a boss fight as | dodged 
flaming boulders from above. 

Overall, | was impressed with everything І saw, 
and I'll be excited to see the final product when it 
eventually launches into the Wii U eShop. - EMILY 


LE 
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LEGAL LEGACY 


is next on the 
docket for Capcom's courtroom series, 
and it reveals that practicing law must 


just run in the Wright family. 


WE KNOW WHAT you're thinking: "I love Ace 
Attorney, but I wish it could be set in feudal 
Japan, filled with samurai and so obfuscatingly 
Japanese that | would have no hope of compre- 
hending it." No? Then you probably didn't see 
Capcom's The Great Ace Attorney coming. 
Starring Phoenix Wright's ancestor 
Ryuunosuke Naruhodo, The Great Ace Attorney 
is a new installment in the AA series with a 
curious choice of setting: the Meiji era (think 
late 18005). It will no doubt introduce new 
wrinkles to the series' trademark investigation 
and courtroom action, due in no small part to 
the fact that, historically speaking, it's unlikely 
any forensic elements will come in to play. 
Phoenix's forefather is assisted by a mysteri- 
ous young lady named Susato Mikotoba, who is 
described as being "graceful and proper" - far 
removed from contemporary Wright assistants. 
Capcom’s creators are keeping their cards 
close to their chests with this one, but we do 
know development is being spearheaded by the 
series' main director, Shu Takumi, who was 
absent from Dual Destinies' development. Mr. 
Takumi has a fantastic track record, so we know 
we'll be getting a fantastic adventure . . . if it's 
ever released on Western shores. - ROBERT 
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LINDSEY’S LUNA 


NF's own Lindsey Layne King is illus- 
trating the characters of Luna’s Tale: 
Curse of the Forgotten Doll (currently 
seeking funding on Kickstarter). 


YOU'VE SEEN HER work printed in these 
pages for over a year now - Lindsey Layne King 
has been part of the Nintendo Force since way 
back in Issue #2, having provided fresh install- 
ments of the "REST О" comic for your enjoyment 
in each new edition since. Now, fans of her sig- 
nature style can see her work in action in two 
new video games. 

The first is Percy's Predicament, our review 
of which is just a few page flips away. Lindsey 
jumped on board to help the developers at 
Maestro Interactive breathe some new life into 
he 2D title cards that appear between the 
evels of that penguin-rolling adventure. 

Much more of an undertaking for her, 
though, has been Luna's Tale: Curse of the 
Forgotten Doll. It's an all-new platformer that 
Maestro is hoping to bring to Wii U, starring a 
girl who begins to neglect her favorite child- 
hood doll when she becomes a teenager - and 
he doll takes such offensethat it comes to life 
to take her revenge. 

If you'd like to see more, check out: 


FROM OUT OF THE SHADOWS 


After a brief stint spent developing their games for other platforms, 
the artists at Curve Studios return to Nintendo with Stealth Inc. 2. 


THE Wii U eSHOP has been blowing up lately with 
all manner of eye-catching announcements, but 
though the service is no stranger to the odd exclu- 
sive here and there, it's surprising when an exclusive 
turns out to be a sequel to a game that never 
appeared on a Nintendo platform. The most recent 
such game to "pull a Bayonetta 2" is Curve Studios’ 
Stealth Inc. 2, the follow-up to puzzle/platformer 
Stealth Inc.: A Clone in the Dark, available on PC, 
mobile platforms and the PlayStation family of 
systems. 

In the original, players led a test clone out of his 
laboratory prison using quick wits and deft jumping 
skills — think along the lines of popular twitch plat- 
formers like Super Meat Boy or N+, with a dash of 
Splinter Cell. The facility was split into individual test 
chambers; to escape, you had to hack open the exit 
while hiding in the shadows, out of sight of cameras 
and roving drones. 

The sequel kicks it up notch with a Metroidvania- 
esque hub world linking the test chambers, splitting 
your time between tense puzzle solving and relaxed 
exploration. Curve promises that the gadgets used 
to open new areas of the map will not be your 
typical stealth gear like grappling hooks and such, 


but the team is keeping mum on what they'll be for 
now. However, we do know that the game will intro- 
duce a cooperative mode and unique GamePad 
features. 

Stealth Inc. may be new to Nintendo platforms, 
but Curve Studios is no stranger to the Big N - the 
British outfit developed the critically acclaimed 
Fluidity on WiiWare and Fluidity: Spin Cycle on 3DS. 
This healthy past relationship - plus the general lack 
of eShop competition - made accepting Nintendo's 
offer to bring sneaking action to Wii U a simple 
affair. As Curve's PR and Marketing Manager Rob 
Clarke explained over email to the Nintendo Force, 
there was practically no promotion of WiiWare 
content like Fluidity, despite the console's massive 
user base. Meanwhile, Spin Cycle fared much better 
on 3DS thanks to Nintendo's increased focus on 
digital delivery, which bodes well for Stealth Inc. 2's 
potential for success. 

If you'd like the first Stealth Inc. to grace the 
eShop too, you'll have to wait until after the sequel 
is completed. Clarke suggests that Curve might 
revisit a potential Wii U port at that time, and he 
also hinted at early talks regarding future Wii U 
ideas as well. How surreptitious! - TONY 
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See How She Shines р; 
CHILD OF LIGHT ad 


175 HARD TO describe Child of Light as anything but beautiful. Utilizing 
the wonderful UbiArt Framework engine that made Rayman shine on the 
Wii U, it delivers a picturesque storybook tale like no other game on the 
console right now. 

Child of Light is the story of Aurora, a princess from Austria who's 
transported to the realm of Lemuria and forced to fight for her life. She's 
not alone, though, as she'll meet friendly characters to add to her party, 
inherit the gift of flight and wield a deadly sword. Aurora also boasts the 
power of Igniculus, a firefly who functions as both a guide and a means of 
slowing down enemies who get in your way. 

You only need to take one look at a screenshot to realize how incred- 
ible the game looks, and it's even better in motion. Everything from 
walking to flying is incredibly fluid, and the backdrops are painstakingly > 
designed with the utmost of care. Even the dialog boxes and user inter- Co = 
face are masterfully crafted. Exploration is the name of the game in Child : | ) 
of Light, and although the story never really goes as deep as | would һауе 
liked, it always encouraged me to keep going. 

Initially, the game feels like Limbo meets Chrono Trigger, featuring 
classic 2D action elements like box puzzles and platforming, while pre- 
senting on-screen enemies and turn-based combat. Using the active-time 
battle method, turns will queue up over time, allowing the active partici- 
pant to choose an action. 

Each action (whether it's using an item, attacking, defending or 
queueing up a skill) will take a different amount of time to activate, and if 
an enemy strikes you while you're charging, they'll interupt your turn — 
likewise, you can do the same to your foes. This creates an interesting 
dynamic where you must weigh the efficacy of even the smallest of 
actions, deciding whether or not to "go for it" or defend and take less 
damage. 

Of course, Igniculus can get in on the fun and freeze enemies while 
roaming around environments, locate health or mana hubs and slow 
down the opposition's timers in combat. He can be manipulated by using 
the right stick, but if you're so inclined you can hand a Wiimote to another 
player and engage in two player co-op. It's not a full experience (think 
Super Mario Galaxy), as motion controls aren't incorporated and Igniculus' 
actions are still limited. As a side note, Off-TV Play is fully supported. 

Aurora will find new items as her journey progresses (including equip- 
ment and crafting materials), and leveling up will open up more skill tree 
options. The only holdup regarding the upgrade system is that it's it's not 
well thought-out. Instead of offering different branching paths that allow 
you to fully customize your character and fine-tune a certain gameplay 
aspect, upgrades are just kind of jumbled around. Every path will have the 
same type of upgrades, and although some branches do house specific 
skills or powers, you can basically just put your points into anything willy- 
nilly and still come out on top. 

That's really the only major problem with Child of Light in general, 
because even on its hardest mode, it isn't all that challenging the first 
time around. As you start acquiring more party members and skills, you'll 
basically have an answer to everything, and the tried-and-true "interrupt 
every possible turn" strategy works the vast majority of the time. 

If you're a classic JRPG fan, you should probably jump on the Child of 
Light bandwagon as soon as possible. It might not be as hardcore as other 
games in the genre, but it's a tale that shouldn't be missed, with a brilliant 
new way to preserve turn-based gameplay, which absolutely still has a 
place in the gaming world today. - CHRIS 
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Third Time's Still Charming 


IF YOU'VE PLAYED either of the previous two 
Denpa Men games, you already know exactly 
what you'll be getting in this third installment: 
a dungeon-crawling adventure starring a cast of 
cuddly characters in mono-colored bodysuits, 
accented with turn-based battling action that 
never gets too complex. 

The simplicity is mostly due to the fact that 
each Denpa Man's abilities are already set in 
stone, thanks to antennas that reside on their 
heads. You can equip your Men with suits and 
accessories to change their strength a bit, but, 
in the end, it's a gameplay design that's mostly 
about making you work with the tools you have 
on hand. Your squad always benefits from 
having a healing character, for example. 

Luckily, the Denpa Men's take on classic RPG 
genre staples hasn't yet gone stale. The simpli- 
city of battle keeps things accessible to players 
of all experience levels - because you can 
either choose each action each Man takes, or 
just give the little guys an overall direction and 
Sit back to watch each fight play itself out. 

Before you even get into battling, though, 
you'll first need to capture various Denpa Men 
to fill out the ranks of your fighting force. You'll 
have to go on a real-world hunt for Wi-Fi 
hotspots, then search the air in the surrounding 
area with the 3DS' augmented reality features 
to find Men floating around. Once you've played 
the AR capturing minigame to gather enough 
heroes, it's time to begin the primary quest. 

This time, you're adventuring in search of a 
lost friend named Crystal. She was kidnapped 
by monsters, and your leader wants to know 
why. This results in a rather massive adventure 
in which you'll search the land for clues. 

Luckily, you won't only be doing that on foot, 
as the game introduces a boat too - with it, 
you'll visit various islands to find dungeons, 
NPCs and some side quests. You can go fishing, 
create and decorate homes for your Denpa Men 
and do some basic gardening. AII are light dis- 
tractions from the meaty main quest, but the 
fishing in particular can be useful for earning a 
good amount of money. 

On the presentation side of things, The 
Denpa Men 3 is as much of a delight as the first 
two were - the visuals are bright and colorful, 
and the soundtrack is cheery and upbeat. (The 
battle theme is my favorite – it always made те 
feel up for another fight.) 

So The Denpa Men 3 doesn't diverge too 
much from what we've already seen twice 
before, and that still feels fine — for now. I think 
Ра appreciate a bigger shake-up in the formula 
if a fourth adventure is in the works. - DAAN 
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Fun with Physics 
BLOK DROPU 


*CONTROLLED CHAOS" 

is the name of the game with 

Blok Drop U. This physics-based puzzler 
tasks players with safely landing a red 
square on a solid surface while disposing 
of the surrounding gray blocks with a 
stylus tap. The twist? The crimson- 
colored cube starts at the top of a pre- 
cariously constructed tower, just waiting 
to tumble down into a chasm. 

The premise of Blok Drop U is simple 
- and so is everything else about the 
game. From the minimalistic menu to 
the anticlimactic final stage, this two- 
dollar download is a fleeting experience 
that focuses solely on the main task at 
hand: puzzles. And the 30 brainteasers 
mix up the dropping-block mechanic in 
different ways, such as introducing a 
spring cube in the latter stages. 

Playing Blok Drop U is like falling into 
a puzzle zone for 30 minutes - accompa- 
nied by a short but solid one-track 
playlist - and coming out the other end, 
both no better or worse for the wear. It's 
a decent timewaster, utilizing the 
GamePad for touch controls (though it 
does display on the big screen) and 
showing what appears to be the initial 
workings of a fledgling developer. 

Blok Drop U is a puzzle tasting, a way 
to check out cube-tapping action and 
chaos at a minimal cost and with no 
frills. - EVAN 
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Pogo Power 


MEGA MAN II might be the worst 
Mega Man game ever created. 
Although Minakuchi Engineering 
did a decent job honoring Capcom 
with Dr. Wily's Revenge, Mega Man 
| was handed off to developer Вох 
– а гергеї that even Inafune 
publicly apologized to fans for. 
Using the same formula as the 
original Game Boy outing, Mega 
Man II combines elements from 
Mega Man 2 and 3 for the NES. 
Beyond that, everything just goes 
downhill. 

Everything from the animations 
о the backgrounds are woefully 
un-Mega-like, to the point where it 
seems like it was cobbled together 
during a week-long game jam. The 
main problem is that sprites are 
re-arranged in all sorts of shapes 
and sizes, affecting gameplay - as 
well as giving it an off-kilter look. 
The soundtrack is also overly tinny 
and shows no sign of care. 

Gameplay is just as bizarre, 
offering up new sound effects when 
picking up items that feel like they 
were taken from a generic sound 
database. And there are pacing 
issues - the levels just aren't 
designed to flow, creating an 
awkward gameplay experience. 

The cherry on top of all of this 
awfulness is Quint, a new boss 
character only seen in this game. 
The Mega Man Killers in general 
(Enker, Punk and Ballade) were a 
great way to differentiate the Game 
Boy games from their NES prede- 
cessors, but Quint is sadly the black 
sheep of the family, mostly due to 
his terrible backstory and forget- 
table boss fight. Quint is actually an 
evil Mega Man from the future 
coaxed by Wily to destroy himself 
(seriously), and he uses the most 
fearsome weapon in all of the 
galaxy to accomplish his goal: a 
pogo stick. Seriously. 

Even if you're a huge Mega Man 
fan, avoid И at all costs unless you 
really want to see the darkest 
depths of the series. It's great that 
Inafune and Capcom realized their 
mistake quickly and 
cleaned up their 
act immediately 
after this misstep. 

- CHRIS 


CAPCOM 
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GAME BOY, 1992 
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AFTER THE EMBARASSMENT 
that was Mega Man II for the Game 
Boy, things got a lot brighter on the 
portable front. Capcom immedi- 
ately shifted back to let Minakuchi 
Engineering return and build upon 
the foundation they had created 
with Dr. Wily's Revenge. Although 
Mega Man III never transcends into 
"Classic" territory, it's clear that it 
was the right move and would lead 
to bigger and better things. 

The "combination" strategy con- 
tinued, as ІІІ mixes and matches 
parts of 3 and 4 for the NES. The 
nonsensical time travel story of II is 
replaced with a safer narrative 
involving yet another Wily scheme. 
(But as long as it doesn't involve 
alternate reality evil Mega Man 
clones, I'm happy.) 

Levels are about on par with 
their NES counterparts, in that a 
distinct effort was made to mirror 
as much as possible the original 
intent of Inafune and his team. The 
bosses also consist of some of the 
most iconic Robot Masters of all 
time (Snake Man, Shadow Man, 
Skull Man, etc.), which keeps boss 
interludes exciting. 

Despite the better effort all 
around, Mega Man III still lacks a 
lasting legacy, mostly because it 
doesn't really go above and beyond 
the call of duty. Whereas later 
games would literally redefine core 
mechanics of the NES titles and 
forge brand new ones, Mega Man III 
plays it safe, almost to a fault. 

This time around, Punk makes 
an appearance as the game's big 
bad, joining the ranks of the Mega 
Man Killer force. As one of my 
favorite boss characters in general, 
Punk has a distinctly different feel 
to him that really cements how the 
portable series (called Rockman 
World in Japan) is its own entity. 

Out of the initial three Game Boy 
games, Mega Man III is the stron- 
gest. Minakuchi had had enough 
time to truly experiment with the 
formula and keep the gameplay 
as close to the console 
versions as possible, 
and the seed was 
planted for the true 


greatness to come. 
- CHRIS GAME BOY, 1992 
CAPCOM MINAKUCHI ENGINEERING 
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THE TIME HAS finally come for 
the Game Boy sub-franchise to 
make its mark - Mega Man IV. 
Instead of just emulating a regular 
old Mega Man game, Minakuchi 
Engineering went a little further 
this time, delivering some retooled 
elements on top of the core foun- 
dation. For starters, the stage 
select screen has been reworked to 
give it a cleaner feel, and the iconic 
shop was introduced. You'll also 
find new items like mini Energy 
Tanks and the currency-like P-Chips 
(later replaced by Screws/Bolts). 
The shop gave Mega Man a 
whole new dimension, as levels 
weren't simply meant to be burned 
through - but combed for currency 
to upgrade the Blue Bomber 
beyond the normal Robot Master 
weapons. It was mind-blowing at 
the time, and it's an idea that 
would be carried on to nearly every 
other game afterwards, most 
notably Mega Man 7. You'll also be 
able to hunt for letters just like in 
the NES Mega Man 5, including 
В-Е-А-Т and W-I-L-Y. 

It also has some of the best 
elements from older games, like 
the Rush Jet and encounters with 
Proto Man and Beat, as well as the 
Energy Balancer item from Mega 
Man 6. You'll find re-used assets 
and bosses from Mega Man 4 and 5 
for the NES, while Ballade is the 
new guy in town here – and just 


SELECT THE ITEM 
YOU WANT. 


like Enker and Punk before him, ‘VEL, ж 


he’s a worthy foe for Mega Man to KA 

tangle with. Фар”. neq 
The level design is just as ==) bared Siem 

lovingly crafted as III, with the [ t (ШІ t (ШІ) 

pacing on par with the NES games. ~ ~ = 

Other than some minor blurring x г 


issues and the technical limitations 

of the Game Boy itself, it almost 

feels like you're playing a legiti- 

mate major Mega Man release. 
I'm really impressed with how 

far this third-party developer had 

come by this point — over the 

course of three Game Boy games, 

they'd really started to come into 

their own. But their 

work wasn't quite 

finished yet... 

- CHRIS 
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Droid Wars 


MEGA MAN V 


IF | HAD to make a list of my top 
10 Mega Man games in any sub- 
franchise, Mega Man V would be on 
top of it. Gone are the days of 
taking two NES games and lifting 
elements from both, as this fifth 
time around is a completely 
original adventure. Wily takes a 
backseat, finally, in favor of the 
Stardroids - a deadly group of 
villains that are named after the 
planets of our solar system. 

It was mind-blowing for the time 
and it still holds up very well, since 
the Stardroids operate and look far 
different than the countless Robot 
Masters of the past. It helps that 
Mega Man V is also the cleanest of 
the original Game Boy games, and 
has the best looking visual style by 
a long shot. (Although it isn’t sup- 
ported here on 3DS, Mega Man V 
was compatible with the Super 
Game Boy add-on for the SNES.) 

Tango the adorable cat is added 
as a support character, further 
cementing Mega Man V into its own 
classification. You'll also sport the 
"Mega Arm," which launches our 
hero's fist similar to Mega Man 3's 
Hard Knuckle, and can also grab 
items just out of reach – if you buy 
the upgrade to do that from the 
store, which returns from IV. 

АП of the stages have hints of 
older games in them (for instance, 
Saturn's level mirrors Gravity Man's 
from 5), but they feel like wholly 
original works in their own right, 
and are worthy of being placed 
among the Blue Bomber pantheon. 
To top things off, the Mega Man 
Killers also return for one last 
hurrah, and somehow, some way, 
Dr. Wily is not the final boss! 

Mega Man V is a must-own for 
any fan of the franchise. It's abso- 
lutely phenomenal, and a great 
example of how giving spin-offs a 
chance can actually influence a 
core series. It's a shame that 
Minakuchi Engineering couldn't 
keep going with the Stardroids, and 
that they don't show up more in 
regular Mega Man lore. 

There's a reason 

this game is so rare 
and sought after 
even today! - CHRIS 
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A Hack Job 


WHILE DR. WILY'S REVENGE 
was a decent outing in terms of its 
translation of the NES classics to 
the portable arena, Mega Man 
Xtreme wasn't so successful. 
Granted, it had to take on the 
vastly more complicated X series 
and attempt to ape one of the best 
Mega Man games of all time, but a 
lot more effort could have been put 
into its development. 

You'll still play as X, and you'll 
still have the opportunity to fully 
upgrade his helmet, arm cannon, 
body and legs, but right from the 
get-go it's hard to shake how odd 
the entire art style is. Not only do 
Mega Man and his foes look 
cheaply made, but the graphics 
tend to glitch out constantly, result- 
ing in unfinished textures or invis- 
ibility frames that go on far too 
long. Framerate issues also rear 
their ugly head from time to time 
and directly influence gameplay, 
which is a problem. 

It’s not just the visuals that 
could have used more development 
time, as the entire scheme of the 
game is strange. At first, you'll only 
be able to access four stages, and 
then a "final" gauntlet that's seem- 
ingly the end. Then you'll fight a 
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boss and gain access to "Hard 
Mode," which is basically just the 
game's other four stages. Then 
you'll repeat the process and 
unlock a level select of sorts, that 
morphs the game into... how it 
should have been in the first place. 
The dash boost is also a 
problem, since the Game Boy Color 
lacked trigger buttons. Instead, 
you'll have to use the classic "slide" 
motion (Down + A) or a quick 
double direction tap, which is 
awkward. And sadly, Zero would 
not be playable until Xtreme 2. 
Mega Man Xtreme is an odd 
project for many reasons. Although 
Mega Man has had a mixed history 
in terms of quality, for the most 
part you can't say that the games 
lack polish. But with the translation 
issues, unfinished graphics and 
sloppy gameplay, it's 
hard to recommend 
this to any but the 
most hardened of 
Xfans. - CHRIS 
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Zero Strikes 


AFTER ALL OF the problems 
present in Mega Man Xtreme, it's 
hard to believe that Xtreme 2 was 
even greenlit — but here we are 
with yet another X series portable 
spin-off. Whereas the original 
Xtreme utilized components from X 
and X2, Xtreme 2 opts for bosses 
and environments from the first 
three X games. In essence, both 
Xtreme games offer a "complete" 
look at the first two games in the 
main series, oddly enough. 

The good news is, after its 
clunky predecessor, Capcom was 
able to iron out a lot of the kinks 
the second time around. This one 
takes place between Mega Man X3 
and X4 and features another 
Reploid-centric plot involving "DNA 
Souls," which are being stolen to 
form an undead Maverick army. It's 
a little more interesting than your 
average Mega Man tale, due in part 
to the addition of X4's Iris. 

The most notable addition is the 
incorporation of a fully playable 
Zero, who is no longer relegated to 
a "call-in" power-up. He doesn't just 
get his beam saber in all its glory 4 
though, as X and Zero both have Uv d rom oov TEEL ет 
completely different playable ттт 488 " 
stories each with their own set of 
unique bosses. Two of those bosses 
are also completely new to the 
Xtreme series: Berkana and Gareth 
(a witch and a knight, respectively). 

There's a ton of content to wade 
through, including both stories, an 
item shop, Xtreme Mode and a boss 
rush mode. Like Mega Man X4, you 
could play it for hours and still not 
experience everything there is to 
offer – one of my favorite activities 
is hunting for DNA Souls in random 
levels. Xtreme Mode is the clear-cut 
highlight though, since you can 
actively switch between X and Zero 
at will throughout the game. 

Mega Man Xtreme 2 is a much 
better effort than Capcom's first 
attempt to condense the X series. 
Although it's not nearly as inspired 
as its influences and doesn't really 
offer anything new, 

X fans will be better 
off choosing this 
sequel. - CHRIS 
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The Crossovers Continue 


NES REMIX 2 


DESPITE WHAT MANY said about the original 
NES Remix, I still loved it to bits. It filled that 
WarioWare niche that had been missing for a while, 
and married that rapid-fire gameplay with classic — 
though sometimes clunky - NES titles. Many 
wanted a sequel with more modern NES classics, 
and those players have now gotten exactly what 
they wanted with NES Remix 2. 

But while this sequel is certainly the better 
game of the two, some of the original's magic is 
lost here. Those first moments where the ideas 
fueling the first game all wonderfully came 
together? You simply take them for granted when 
you start playing this time. 

Press Start. Let's go. 

Though if you haven't played the original Remix, 
you're in for something quite nifty. You're pre- 
sented with various bite-sized portions of NES titles 
like Super Mario Bros. 3, Kirby's Adventure and 
Zelda 1: The Adventure of Link, then you're tasked 
with completing a set of brief challenges within 
those carved-out segments of gameplay. These 
start out simple enough - learning how to grab a 
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Collect all the coins! 


Super Leaf to fly with Mario's Raccoon Suit, sucking 
up an enemy to absorb its power as Kirby or just 
jumping into the air and pressing Down to activate 
Link's downward sword thrust are all "challenges" 
that are winnable in seconds flat. But as you 
progress through each of the titles, the tasks 
become tougher. By completing challenges and 
setting fast finish times, you're rewarded with stars 
and experience points. 

The stars unlock more games and special Remix 
levels, which combine various universes together – 
this is where the NES Remix series truly shines. 
You'll be collecting coins as Link in a level from the 
original Super Mario Bros., or flying across the 
stages of Super Mario Bros. 3 as Princess Peach 
(ultimately rescuing the Princess as the Princess). 
These are wonderfully crafted mash-ups, and | only 
wish there were more of them. 

Meanwhile, the experience points you gather 
will earn you Miiverse stamps, which you can throw 
into posts chronicling your adventures for all the 
world's Nintendo fans to see. Miiverse will also 
share a gameplay video of your best times in chal- 
lenges, together with a post you attached to it — 
and this video will then pop up in the Remix 2 
sessions that other are playing around the globe. In 
these videos, you can also see which buttons were 


being pressed, making each one a good learning 
tool for figuring out the best approach to each 
stage. It's a neat touch — it makes the interaction 
between players stronger in this sequel. But it 
would have been nicer still to see leaderboards, so 
that you could compare times with everyone else. 

There are two more modes on offer in NES 
Remix 2, too. First up, Super Luigi Bros. This is a 
re-skin of the original Super Mario Bros. from the 
NES that has you playing only as Luigi, meaning 
you'll have a higher jump, but less traction on the 
ground. Additionally, the game is now mirrored so 
you're always running left instead of right - and 
that's a bit brain-warping for veterans who've 
played the original for almost three decades now. 

Secondly, there's Championship Mode, which is 
unlocked if you own both Remix 1 and 2. In it, you 
play Super Mario Bros., Super Mario Bros. 3 and Dr. 
Mario in quick succession to chase the highest 
score possible. It's meant to be a callback to the 
days of the Nintendo World Championship competi- 
tions of the early '90s, and it's cool the first few 
times. But after that, it's likely something you won't 
return to very often. 

NES Remix 2 has lost some of the surprise factor 
of its predecessor. There are fewer games in the 
package overall, and the extra modes, while solid, 
won't last you forever. That said, the games that 
are included are of higher quality, and more inter- 
action with Miiverse is also a nice touch. Ultimately, 
it's those changes that make this second Remix 
even more worth playing than the first. - DAAN 
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Becoming the Beast 
THE FIRST TIME | completed METROID FUSION 


Metroid Fusion, | was hunched over on a couch and gripping my Game Boy 
Advance tightly under a bright lamp to take down the dreaded SA-X (a terrify- 
ing, evil clone of Samus). This time, | was enjoying the action on my 50-inch TV 
thanks to the Wii U Virtual Console, but the adventure - and finale – was по 
less thrilling, even after multiple playthroughs and roughly 12 years gone by. 

Metroid Fusion is the latest game in the series chronologically, with Samus 
becoming infected by a parasite and only being saved by an injection of 
Metroid DNA (fusing her with the monsters she'd made a career of killing). 
These events lead to Samus sporting the Fusion Suit, a much more organic, 
sleek and bright body armor. The parasite doesn't stop with Samus, however, 
and takes over a Galatic BSL station, creating the setting for the game. 

One of my favorite aspects of Metroid Fusion is Samus' futuristic ship and 
new suit, both featuring an almost neon color palette of purples, greens and 
yellows. The space station features six separate areas, through which the 
developers created varied and exotic locales. And the fluorescent aesthetic 
helps make these environments - and Samus - pop with life. 

While Metroid Fusion follows a similar structure to the other 2D entries in 
the franchise, this adventure is by far the most objective-based and story- 
heavy. The former mechanic faced derision back upon the game's initial 
release, and the constant navigation advice by a computer (who plays a large 
role in the plot) does grow irritating at times. Near the end of the game, for 
example, | wanted to use all of Samus’ new abilities to explore without being 


nudged toward the final showdown. Still, that may be my only major complaint. 


The story delves deeper into Samus as a character - a first at the time 
(though Metroid: Other M holds that mantle now, for better or worse). Fusion's 
plot twists don't reach the heights of Super Metroid's, but they still satisfy. 

The streamlined action in Metroid Fusion is great too (as well as underap- 
preciated, by my count). The Ice Beam upgrade integrates with missiles, while 
new beams work together without the need to choose a specific one, as in 
Super Metroid. While some may dismiss the lack of customization, these 
changes make the action snappier. 

And Samus needs all of her abilities, because Metroid Fusion is no slouch 
when it comes to difficulty. Later boss battles throw up a considerable chal- 
lenge. Nightmare (pictured above) lives up to its name, while also presenting 
one of the strangest fights in the franchise, with a gravity-defying ability that 
basically mutes Samus' missiles. 

Lastly, the SA-X encounters add a sense of dread to the isolated experience. 
The much more powerful Samus replicate is a disaster waiting to happen for 
our heroine, so it's always frightening when bumping into it – in a good way. 

Metroid Fusion is fantastic - plain and simple - and still feels fresh and 
noteworthy a decade after release. 


- EVAN ORIGINAL RELEASE: GBA, 2002 
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Nintendo Tactics 101 


ADVANCE WARS 
MY EYES WERE opened to a 


whole new world of gaming when I first played Advance Wars 13 years ago. 
Prior to that, I'd never touched tactical titles – the strategy genre was this 
foreign thing to me, a category populated by needlessly complex and unap- 
proachable historical simulations like Nobunaga's Ambition. But after Andy, 
Sami and Max eased me into learning the ways of war here, strategic designs 
became my most preferred type of video game overall. Seriously, my #1 choice. 

That's a drastic shift, but such is the power of the accessible and charming 
little wargame that Nintendo's Intelligent Systems team packed into this once- 
portable package. It's a power it still holds today, re-released for Wii U - if, like 
me, you've never touched tactical titles before because you're scared of being 
overwhelmed, sign up for Nintendo Tactics 101 by downloading Advance Wars. 

It doesn't bash you over the head with tutorials. They're there, and there are 
several you can choose to play through at the beginning of the single-player 
campaign if you want to — but mostly the learning is spread out, delivered one 
bite at a time, as new units or commanders are introduced little by little over 
the course of the entire story. 

The story's a short one, at first — you'll only complete 20 battles or so before 
the tale of the Orange Star Army fighting off the invading forces of other 
nations comes to its end. But there's a ramped-up "Hard Mode" to play through 
after your first finish (which 1 just discovered this time around myself), and it is 
truly challenging – you have to think about each mission in all-new ways. 

My enjoyment of Advance Wars 13 years ago paved the way for me to want 
to play its sequels (which should be coming to Wii U too), then it opened the 
door to Fire Emblem (its sister series) and even more tactical greats over the 
years beyond Nintendo's own. | can't 
recommend this experience enough. 


LH 
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YOSHI'S ISLAND: 
SUPER MARIO ADVANCE 3 


THOUGH THE ORIGINAL Super Mario World 2: Yoshi's Island from the SNES 
still hasn't received the Virtual Console treatment, Nintendo has done the next 
best thing and put its Game Boy Advance port - Yoshi's Island: Super Mario 
Advance 3 - on sale in the Wii U eShop. For those who've missed out on both 
releases, Yoshi's Island tasks our dinosaur hero with carrying Baby Mario back 
to safety through six large worlds of puzzle/platformer action. 

This is the first game to give Yoshi his trademark egg-throwing ability, and it 
essentially builds the game around bouncing eggs across the environments. 
While Yoshi's Island is somewhat slower-paced than Mario's typical outings, the 
puzzle and collection elements make the title somewhat more cerebral and 
exploratory than most platformers, and the results are challenging and reward- 
ing. The lengthy stages feel adventurous, and the focus on scouring each level 
for secrets gives the game a unique blend of action and treasure-hunting. The 
terrific crayon-inspired art style and an infectious soundtrack sure help too! 

So does the GBA port improve the excellent core game? Sadly, not really. 
While the visuals carry over well (especially compared to the over-saturated 
look of the 3DS Ambassador version of the game), the port has squeezed the 
playing field into the GBA's 3:2 aspect ratio, lowering visibility on either side of 
the screen - that means you'll get popped by fast-moving baddies from off- 
screen fairly often, making perfect scores more frustrating to attain. The sound 
chip in the GBA was noticeably weaker than the SNES' as well, so the music 
quality suffers quite a bit as a result. They also replaced Yoshi's airy SNES 
chirps with his newer, Yoshi's Story-style voice, which I feel is only slightly less 
annoying than Baby Mario's crying! 

On the plus side, the port contains a half-dozen extra stages, as well as an 
pdated version of the original Mario Bros. arcade game (which was included in 
all of the Super Mario Advance titles). The multiplayer options for the latter are 
absent on the eShop version, but you can still play through it by yourself. 

Ultimately, Super Mario Advance 3: Yoshi's Island is a 
decent port of a great game, but players who aren't 
intimately familiar with the original version 
won't know the difference. It's also the 
only option available for the Wii U, so 
if you haven't yet experienced the 
thrill of saving a crying baby with 
your tongue, give Yoshi's Island a shot. 
After all, it's still the best Yoshi game 
out there. - MATTHEW 
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A Utilitarian Sequel 


F-ZERO: MAXIMUM VELOCITY 


A QUARTER CENTURY after the heyday of racing stalwarts Captain Falcon 
and Dr. Stewart, a new generation of F-Zero challengers has emerged - each 
hoping to win the F-Zero Grand Prix for intergalactic fame and glory. 

That 25 years is only in the chronology of the game world, though. In reality, 
just 10 years separated the original F-Zero on the SNES and F-Zero: Maximum 
Velocity on the Game Boy Advance. Both were launch showcases for their 
respective hardware, featuring high speed racing around 3D tracks that was 
unthinkable to achieve on the systems that preceded them. But if you were 
expecting to see a decade's worth of refinements to the series, think again. 
Maximum Velocity is about as derivative as a sequel can be. 

You select from four F-Zero racers, then complete five laps around five inter- 
planetary circuits. You must rank above a particular position after every lap or 
risk being disqualified. Finish each race in the Top 3 to move on to the next. 

The racing mechanics are surprisingly complex. Cornering requires you to 
tap the A Button to hold a steady course, while holding L and R will cause your 
racer to tilt for the sharper turns. Working out when to use your boosts for the 
best effect requires memorization of each course, and advancing to the later 
difficulty levels requires you to string all of this knowledge together into a 
series of perfect runs. 

But even after you know every track inside and out, races can dissolve into 
anarchy thanks to the computer-controlled racers that have an uncanny ability 
to drift into your racing line at the worst possible moment. Opponents can ram 
you off course without even appearing on screen, draining a chunk of your 
Power Meter. If your Power Meter drops too far then your car slows to a crawl, 
belching smoke until you eventually explode, removing any chance of making a 
comeback. 

The tracks are expanses of gray, and more likely to be distinguished by how 
many sharp turns they have rather than what planet you're on. You'll struggle 
to hear the unmemorable music over the drone of the engines, and the racers 
themselves resemble soap box derby cars with the wheels removed. 

The requirements to unlock extra cars and the final Grand Prix Cup have 
also been set absurdly high, and are simply dropped into the main menu with 
no celebration or announcement. 

It all adds up to an extremely utilitarian experience. This is a game designed 
specifically for the hardcore racing gamer. It's about mastery. About shaving 
seconds off your best lap time. About following the cleanest racing line you can 
without compromising speed. It requires quick reflexes and memorization of 
every course. 

It's just a shame that the end result isn't very fun to play. - MARK 
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Місго Masterpieces 
WARIOWARE, INC.: 
MEGA MICROGAME$ 


WHAT WOULD HAPPEN if Wario became a game developer? In WarioWare, 
Inc.: Mega Microgame$!, we get to find out, and the answer is pure insanity 
wrapped in exquisite and calculated gameplay. 

Wario, seeing how much money hit video games can make, opens up a 
game-making studio, develops some simple games on his mustachioed laptop 
and sends them at players one after another in rapid succession. Each round 
sets up four lives to get through a predetermined number of microgames. In 
each game, you're given a task that you must accomplish before a bomb/timer 
explodes - you may be jumping over a hot dog, picking a giant nose or keeping 
a cat dry in a rainstorm. The subject matter is totally random. 

Other characters in Wario's hometown of Diamond City get in on the game 
making as well. Disco-dancing Jimmy T. develops sports games - players in his 
games sink baskets, ski downhill and even do some curling. Taxi drivers Dribble 
and Spitz make sci-fi games, Orbulon the alien's IQ-based games keep players 
guessing, mad scientist Dr. Crygor bases his games on reality, ninja twins Kat 
and Ana pull their inspiration from nature and Wario takes all the styles and 
puts them into a blender for the final round. However, the real star developer 
of the bunch is 9-Volt, who takes simple tasks from Nintendo's retro games and 
turns them into microgames. It's a nostalgia shot to the arm that has you 
stomping Goombas, popping tiny cartridges into a Game Boy, hitting a ball from 
an Ultra Machine, playing with R.O.B. and helping Link on his very first quest. 

The graphics are eclectic - one game may look rudimentary, while the next 
will appear masterfully artistic (but you'll still be trying to keep a booger inside 
a nose or avoid getting stomped by a giant foot). While it may all seem childish, 
you have to admire developers who can make a game that players have to be 
able to understand in less than a second and complete in less than five. 
Somehow, it all comes together to be a masterpiece of gaming. 

The game is essentially a series of unlocks, meaning that with each success 
players really feel a sense of accomplishment and can't wait to see what the 
game will throw at them next. After all of the characters' games are unlocked, 
players can jump back into each level and go for high scores while unlocking 
even more secrets. Dr. Wario, Mario Paint's Fly Swatter, Pyoro and Wario's 
Sheriff all appear as lengthier, more replayable unlockable rewards that are 
great to have around for quick gaming burts. Some may seem tedious to 
unlock, but all are well worth it. 

The WarioWare series has gone on to become synonymous with tech demos 
for new Nintendo machines, showing off what each new console or handheld 
can do. This original, however, was just out for laughs, which makes it an expe- 
rience that all gamers should have under their belt – and one that definitely 


survives the test of time. - BRETT 
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Dawn of Adventure 
DESPITE BEING ONE of the GOLDEN SUN 


earliest role-playing games released for Game Boy Advance, Golden Sun 
remains one of the handheld’s most stunning achievements. Crafted by the RPG 
veterans at Camelot (who most recently developed Mario Golf: World Tour – 
check out our review of that title on Page 74), the game bears all the hallmarks 
of a classical epic: a cast of untested heroes, a world-spanning journey across 
monster-infested lands and a shadowy group of villains bent on unleashing a 
destructive power upon the world. 

Given Camelot's pedigree, it’s no surprise that Golden Sun is forged in the 
traditional JRPG mold, but the game is able to establish its own identity 
through its mythology. The story centers on the lost art of Alchemy, a fabled 
power that could bring ruin to the world if wielded by the wrong hands. After a 
pair of mysterious interlopers steal the Elemental Stars (the keys to unlocking 
Alchemy's power), it falls to Isaac and his best friend Garet to pursue the 
villains and retrieve the Stars before they can restore Alchemy to the world. 

The setting helps differentiate Golden Sun from the classics by which it was 
inspired, but what truly sets it apart is its Djinn system. During the game, 
players will encounter elemental creatures called Djinn which can be assigned 
to your party members and unleashed during battle. Assigning different types 
of Djinn also alters a character's class and gives him or her access to entirely 
new spells, encouraging players to experiment with their configurations. 

Likewise, Psynergy, the game's terminology for magic, plays an integral role 
in the adventure. During battle, Psynergy manifests as dazzling spells, but in 
the overworld, it allows players to manipulate the environment - certain 
statues, for instance, can be pushed aside using Psynergy, revealing hidden 
pathways. These kinds of situations crop up in every corner of the world, 
making exploration one of the most enjoyable aspects of the game. 

Despite its age, Golden Sun's presentation has largely weathered the test of 
time with grace, featuring rich visuals and an evocative, 
mock-orchestral soundtrack. unfortunately, the move 
to Wii U has dulled its edge somewhat. The game is 
still beautiful, but on the television, the visuals are 
stretched far beyond their original resolution, 
making scenery and character sprites pixelated. On a 
more positive note, the visuals are able to retain much 
of their majesty on the GamePad thanks to its smaller 
screen, making it the ideal way to play the game. 

If you have an aversion to traditional JRPGs, 
Golden Sun won't change your opinion – but this is 
an engaging and tightly crafted adventure that would 
be at home in any Wii U owner's library. - KEVIN K. 
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Kirby's Many Colors 


KIRBY 
& THE AMAZING MIRROR 


A SHADOWY DUPLICATE of Meta Knight has sliced Dream Land's Dimension 
Mirror into eight shards, and to add injury to insult, sliced Kirby into four 
separate Kirbys. Now our pink-hued hero (and his red, yellow and green- 
colored copies) must head to the Mirror World to retrieve the shards of the 
amazing mirror. 

Your first few steps in this adorable Kirby adventure start like any other: 
Swallow enemies to gain their abilities, open treasure chests to receive secret 
items and just keep heading to the right - a classic formula that couldn't 
possibly fail. 

But then something strange happens. You walk straight into Level 2 without 
encountering an obvious end to Level 1. When you defeat the first boss, you get 
sent back to the beginning. If you were expecting a typical Kirby game, you'll be 
left scratching your head. 

But Kirby & The Amazing Mirror is far from being a typical Kirby game. Gone 
is the linear, level-by-level progression. The Mirror World is a vast, intercon- 
nected labyrinth that you can explore at your leisure. It's as if the happy-go- 
lucky world of Kirby has fused with the level design of a Metroid game. 

You'll have to backtrack through previously visited areas to uncover alter- 
nate routes to new areas, search for maps to reveal how each area is connected 
and hit switches to open shortcuts to the main hub world. In practice, it all ties 
together extremely well, creating the illusion of a single, cohesive world, ripe 
for exploration and treasure hunting. 

Another new idea that's less successful is the appearance of your three 
Kirby clones. After the introductory stage, they all set off to explore the laby- 
rinth independently. You can call them to your side at any time using Kirby's 
cell phone, so long as you have enough battery. Just be careful not to hit the L 

Button by mistake, as this calls a Warp Star that 

whisks you back to the hub world. 

Originally, this was part of an underused four- 

player mode that required four friends with their 
own GBAs and copies of the game. The multiplayer 
function is sadly disabled on Wii U, relegating your 
Clones to being simply occasional helpers during a 
boss fight or extra bodies to hit a switch. 
There's no denying that this Kirby outing tried a lot 
of new ideas, some more successful than others – but 
overcome the steep learning curve and you'll find a 
highly original and enjoyable take on the pink puff- 
ball's long-running series. - MARK 
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Brotherly Teamwork 


MARIO & 
LUIGI: SUPERSTAR SAGA 


WHILE THE MARIO & Luigi series evolved over time to make use of the 
features of the DS and 3DS to great effect, the simplistic and creative charm of 
the original Mario & Luigi game - which originally debuted in 2003 on Game 
Boy Advance - is still radiantly evident. Mario & Luigi: Superstar Saga still holds 
up as a great RPG with a fun story, charming dialogue, compelling combat and 
interesting puzzles. Though I still hold that Bowser's Inside Story, the 2009 DS 
release, is the best entry in the series, Superstar Saga is nearly required 
playing for any fan of Mario games and RPGs. If you were turned off by the 
endless tutorials and overly long nature of Mario & Luigi: Dream Team, then by 
all means, dive into this Wii U Virtual Console game. 

The plot is silly in the best way, as Princess Peach's voice has been stolen, 
and Mario and Luigi set off to the faraway Beanbean Kingdom to get it back, 
working with the heroic Prince Peasley to strike down the villainous Cackletta. 
From there, the story keeps a steady pace of introducing fun characters and 
unique abilities. The action is rarely boring over the 20-hour adventure, with 
humor and fun at every turn. This game also features a delightful representa- 
tion of Bowser and the introduction of the legendarily quotable villain Fawful. 
It’s a joyous localization feast with lots of chortles included. 

The turn-based combat is equally joyous, as it takes the primary mechanic 
of the A Button controlling Mario and B Button controlling Luigi and turns it 
into something that is active and engaging. Whether you use the plumbers’ 
patented jumps, their hammers or their Bros. Moves, every fight is fun, espe- 
cially the bosses. Nearly every enemy has unique attacks that are like little 
puzzles to figure out so you can curb the amount of damage you incur. 

The amount of deep Mario series references in this game makes it even 
more incredible. It's rife with references to Luigi's Mansion and even features 
boss fights with the Koopalings (for more on that, flip over to Page 56 for our 
Character Profile of them), Birdo and more. Even the beloved Super Mario RPG 
character Geno shows up briefly (though Mallow's not allowed, ! guess). It's a 
loving, nodding and winking tour de force of Mario series history and fun that 
never really lets up. 

The music also calls to mind past games, with a stellar score by Yoko 
Shimomura, who also scored Super Mario RPG and subsequently the rest of the 
Mario & Luigi series, among other games. 

Mario & Luigi: Superstar Saga is one of the best games the Game Boy 
Advance had to offer and also one of the best Mario RPGs ever made. It 
features unique combat mechanics and puzzles that are made even better by 
the gorgeous animation and hysterical writing. Superstar Saga is one of 
gaming's rare comedies, and it does so with such mustard of doom... err, 


aplomb. - NEAL 
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When Mario Flew 


SUPER MARIO BROS. 3 


PLENTY HAS BEEN said about this best-selling NES game, but that 
doesn't mean it isn't worth talking about each time it's re-released. It 
seems that each new console has the game arrive in some form or another. 
This time it's hit the Wii U Virtual Console, which means it can be displayed 
as beautifully and crisply as 8-bit graphics can possibly be on an HDTV. It 
also means that there are Restore Points, Off-TV Play and the ability to 
post to Miiverse. Nearly instant help from an online community and the 
ability to save and walk away are huge, considering the original version 
forced players to play through the whole thing in one sitting if they wanted 
to beat it. 

While downloading SMB3 as a digital title eliminates the need to blow 
on a cartridge (which pros know not to do, you know), dig out the old 
console and find its cords, the adventure does appear exactly as it did on 
the NES - glitches and all. The stripe on the right side of the screen that 
seems to render each element before it appears is more noticeable in the 
frame when it's surrounded by black space. On an old cathode-ray tube TV, 
this was either off the edge of the screen or easily ignored. 

This masterpiece has also been enhanced and expanded in many differ- 
ent ways through other re-releases over the years, which makes it slightly 
disappointing to see just the original being used for this Wii U release. The 
Super Mario All-Stars version from the SNES era could have been a prettier 
option, but even more odd is the timing of this one's debut alongside the 
arrival of Game Boy Advance titles to the Wii U VC lineup - this could have 
been the perfect time to give players new access to all of the bonus 
eReader features that Super Mario Advance 4: Super Mario Bros. 3 gave to 
the game when it launched on GBA back in 2003. The extra levels, classic 
powers, tossable turnips and new twists could have been experienced by 
all, as North America never even saw all of the Japanese cards available. 

But despite the existence of those other versions of this classic that 
Nintendo could have brought back instead, for five bucks this game 
deserves to be in your library of titles over and over again - even if it's just 
in its original NES form. 

Though the classic may not be the best looking thing out there today, it 
was a marvelous upgrade to the Mario formula when it was released in 
1990. There were boatloads of new baddies and new takes on old ones, 
several new powers, the introduction of the Koopalings (again, see Page 56 
for more on them), airships, items galore, plenty of new gameplay features 
and eight new worlds to explore and strategically tackle via the brand-new 
map screen. Each level seemed to have its own secret or trick that made it 
worth replaying, and the game's difficulty certainly hasn't lost its edge 
over the years either. Veterans and newbies alike will find a nice balance of 
plentiful extra lives and never-ceasing danger. 

The experiences in the game are second to none. Once players got their 
first taste of flying with the Super Leaf in World 1-1, they were hooked. 
From there, things just got more wild. Outrunning the sun. Donning the 
Frog Suit and becoming a super swimmer. Visiting Giant Land for the first 
time and seeing a Grand Goomba coming at you. Finding a Warp Whistle or 
one of the myriad other secrets. Riding a Para-Beetle. Killing a Thwomp or 
Boo with a hammer. Navigating the labyrinthine Pipe Maze. Stepping into a 
Kuribo's Shoe. Finally braving Bowser's Castle. Unforgettable places and 
memories like these are why Super Mario Bros. 3 is and always will be one 
of the quintessential gaming experiences that all gamers 
should play in their lifetime. So many elements helped 
shape so many future Mario titles and inspired even 
more series to be born. - BRETT 
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А Penguin's Problems 


РЕКСҮ5 PREDICAMENT 
PERCY'S 


PREDICAMENT IS about a penguin who becomes trapped inside of 
an orb. To escape from his predicament, he must collect clownfish 
before reaching each level's endpoint. The game is inspired by titles 
such as Super Monkey Ball and Marble Madness, in which the player 
controls a ball through obstacles and pathways. 

The left analog stick is used to control Percy, while the right stick 
adjusts the camera. The controls are easy to understand, but they 
suffer from a major lack of polish. For example, adjusting the camera 
will change Percy's speed depending on what angles you choose - 
choosing the wrong camera angle will make the controls super sensi- 
ive and lead to frustrating, unfair deaths. Switching to an overhead 
perspective will slow your speed for easier control, but this angle 
makes it difficult to see obstacles in the distance. In addition, Percy 
doesn't have a shadow, which makes jumping precisely from platform 
о platform difficult. 

The graphics resemble something from the Nintendo 64 era, but at 
east they have a clean look to them. Percy is presented as an 
adorable penguin in the 2D artwork, but during gameplay, he looks 
scary and emotionless with two big red eyes. (Full disclosure: The 2D 
artwork shown before each level was drawn by NF's own Lindsey 
Layne King. Flip back to Page 19 for more on that.) 

There were a few moments where I really enjoyed the music. That 
shouldn't be surprising, because the sound engineer worked on games 
ike Donkey Kong Country Returns. But even the music and sound 
design could have been a bit more memorable than it actually was. 

Percy's Predicament is not an unplayable game - you'll find some 
fun in the challenges and obstacles throughout the game. But it feels 
unfinished, unpolished, and the level design tends 
to feel repetitive. There is a good game somewhere 
deep inside, but this is a title that should have 
spent more time in the oven. - EMILY 
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"I will get тыч revense!" 


Taking Up his Father's Sword 


WHAT BETTER WAY for a father to show 
ove for his son than to go off into battle 
for him? And what more tragic way than 
to die in the process, leaving behind his 
egacy to the younger member of his clan? 

These events kick off this NES classic, 
predecessor to the modern series of the 
same name. Upon learning of his father's 
death, young Ryu Hayabusa takes up the 
egendary Dragon Sword and heads to 
America in order to find the elder 
Hayabusa's archaeologist friend, leading 
him on an adventure the likes of which he 
never imagined. Demons, subterfuge and 
betrayal await as Ryu seeks the truth 
behind the mysterious statue left behind 
after his father's seeming demise. 

When people talk about "Nintendo 
hard" games, Ninja Gaiden is usually what 
they mean, standing tall alongside such 
other legendarily challenging titles as 
Contra, Castlevania and Mega Man. Unlike 
the arcade game, no quarter is asked 
here, and none is given; it is extremely 
firm in its difficulty — rigid, one might 
even say - but remarkably consistent. 
Much of the gameplay is analogous to that 
of Castlevania, but with controls that are 
quick and precise, offering a level of 
speed and precision that the Belmonts 
could only dream of matching years later. 

The graphics and sound are among the 
finest found on the NES, and while this 
game has already seen release on the 


NINJA GAIDEN 


3DS (reviewed in Issue #1), seeing it pre- 
sented on a large television screen is 
really the way to go, allowing you to pick 
up more of the detail. This is particularly 
handy during instances in which you need 
to keep track of smaller moving projec- 
tiles that will send you spiraling to your 
death - and rest assured, you will die a 
lot, unless you're either a walking prodigy 
(see: The Wizard) or have just been 
playing frequently for the last 25 years. 

Fortunately, this is where the Wii U 
Virtual Console's functionality proves to 
be a real asset, as the ability to activate 
Restore Points as needed fundamentally 
changes the game, arguably for the better 
- especially during the merciless last leg 
of the game, where a single death among 
your handful of lives sends you back 
several stages to start over again. 

Now, young Hayabusa, go forth and 
make your father proud! - DAVID 
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You'll Get Hooked 


ТО PARAPHRASE DR. SEUSS, "Оһ, the places 

you'll attempt to go!" Yumi's Odd Odyssey is fun, but it's difficult. 
Very difficult. Precision, patience and an understanding of spring 
physics and momentum will help greatly in navigating this game. 

Yumi made her debut on the Super Famicom in 1994's Umihara 
Kawase. That game was well regarded for its unusual presentation 
and challenging gameplay, and it eventually led to further install- 
ments and remakes that appeared on Sony's first PlayStation, the 
PSP and the Nintendo DS. The iteration we've received here is the 
first time this series has been made available outside of Japan. 

The whole point of this game is simple: get to the door that 
leads to the next "field" by using your fishing pole and line to 
rappel around the many odd (and sometimes lethal) platforms 
that are in your way. The path to the door is where the real chal- 
lenge comes in. The way that needs to be taken on many occa- 
sions will drive you crazy, as you fail again and again to reach the 
platform that's juuuust out of reach or try to climb straight up a 
sheer vertical wall — but once you do it for the first time and 
finally start to understand the mechanics of the springy fishing 
line and what you can do with it, you'll soon be able to swing 
around like Spider-Man through downtown Manhattan. 

Also impeding your progress are aquatic-themed baddies that 
are easily caught and reeled in with your fishing line. Bosses, 
however, provide a completely different challenge, as the simple 
"jump on its head ad infinitum" strategy does not apply here — 
each requires a different strategy to conquer and defeating them 
is just as challenging as the journey to reach them. 

Luckily, you do have help in taking on these tasks, in the form 
of two additional playable characters. Yumi's friend Emiko has the 
ability to create midpoints — which I found extremely helpful 
throughout this game - and her descendent from the future, 
Noko, has the ability to move while time is frozen (freezing time is 
an option all three characters have, but Noko is special in this 
capacity). Characters can be switched between stages, which 
helps with stage experimentation. You can also map out the 
controls however you want – which is something else I also found 
very helpful. 

The graphics and background music are pretty standard for the 
most part, as neither really made a lasting impression on me. But 
| didn't find any problem with this, considering what the game is 
really all about: fishing line acrobatics. 

Yumi's Odd Odyssey will test your patience and reflexes, but 
the trouble is more than worth it for the feeling of success you'll 
get after reaching each seemingly impossible exit. - THOR 


NATSUME 
AGATSUMA ENTERTAINMENT 
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It's All in Your Head 


STICK ITTO THE MAN 


DON'T LET THE cardboard-cutout, pop- 
up-book aesthetic fool you - Stick It to The 
Man is a well-polished point-and-click- 
esque adventure game with strong writing 
and voice acting that caters to a more 
mature crowd. 

For those unfamiliar, Stick It to The Man 
follows Ray, a complete schlub who finds a 
strange alien in his head – with a pink spa- 
ghetti arm sticking out of his dome, to boot 
— thanks to a freak accident. The interga- 
lactic creature (named Ted) was kidnapped 
by The Man before finding his way into 
Ray's cranium, causing the villain to sic his 
thugs on our hapless hero. This sets into 
motion a story that moves from cityscape 
to insane asylum and even to outer space. 

The story in Stick It to The Man serves 
as a high point for the game, with an 
eclectic and eccentric cast mixing it up with 
our hapless, head-invaded hero: there's the 
crazy woman who loves stuffing animals, 
even if they're still alive; the young female 
who's obsessed with good teeth, even 
dating an elderly resident for his perfect 
(but fake) chompers; and the ghost of a 
lobotomist, who has some issues with his 
son. This is just the tip of the iceberg, illus- 
trating how memorable the characters are 
throughout Ray's journey. 

The art style is the cherry on top, 
adding to the world and cast's personality, 
with crude cutout bodies and Tim Burton- 
like designs creating a dark and twisted 
version of Earth. The voice acting brings it 
all to life and makes Stick It to The Man 
feel well produced and polished. 

While progressing through his quest – 
which is broken up into 10 chapters - Ray 
must use his newfound alien spaghetti arm 


"m PUBLISHER: RIPSTONE 
Шы DEVELOPER: ZOINK GAMES 


powers to read the 

minds of others and 

help (or manipulate) 

them to reach his goal. This mainly consists 
of finding sticker-like items that our pro- 
tagonist can then utilize in other areas or 
with different characters to solve puzzles. 
For example, at one point, Ray must gather 
the necessary clothing and accessories to 
look like a diva, so he can get a cab ride 
home from a taxi-driving senior citizen 
(with obviously poor eyesight). It's all 
pretty standard fare for the adventure 
game genre. 

Stick It to The Man tries to add some 
agency to the genre, though, with The 
Man's thugs placed throughout most 
chapters. Ray must avoid the big, suited 
men - and this is where the game gets a bit 
frustrating. These segments focus less on 
puzzle solving and more on platforming, 
which isn't the game's strong suit. 

And at first blush, the GamePad controls 
in Stick It to The Man seem lackluster, but 
that's not necessarily the case. While 
playing on the TV, the GamePad can be 
held up for motion controls to pick out 
targets for mind-reading, which works, but 
isn't much fun. However, when engaging 
with Off-TV mode, touch functionality 
becomes an option for reading characters" 
thoughts and grabbing items, which is a 
great use of the Wii U controller. 

Overall, Stick It to The Man features a 
strong narrative that doesn't overstay its 
welcome and impresses with a wide and 
diverse cast. The oddball characters are 
memorable, and the humor throughout 
Ray's mind-reading adventure is pretty 
good. While there are stumbles along the 
way, and the actual adventuring is a 
standard affair, the game's charm and 
atmosphere make it stand out. - EVAN 


Lunar Landing 


WHEN IT CAME to first-person shooters on the DS, Renegade 
Kid was definitely a contender for the crown. They first flexed 
their muscle with the Dementium franchise, then took a brief 
interest in the sci-fi side of things with Moon in 2009. The title 
certainly pushed what the DS could do, but its quiet launch and 
limited release meant that many never got to give the game a 
50. Now, with the rights to the franchise back in Renegade Kid's 
hands, Moon has been reborn as an episodic remake available 
via the 3DS eShop. Newly re-titled as Moon Chronicles, the 
adventure is just as great as it always was, but now with a lot of 
extra bells and whistles. 

You play the part of Major Kane, an astronaut commando 
who's been shipped off to a moon base in order to investigate a 
series of mysterious hatches leading deep underground. As you 
can guess, things go south pretty quickly when hostile sentries 
are discovered in the depths – and it's up to Major Капе to find 
out what's motivating these mechanical threats and who it is 
that's controlling them. 

With the rest of the moon base crew decimated, Kane has to 
take on the menace as a one-man army. Radio contact with 


Earth is Kane's only method of staying sane while trying to 
piece together the strange happenings under the lunar surface. 

This story helps set up one of Moon Chronicles' greatest 
strengths - even with the DS’ meager hardware specs, Moon 
managed to pull off an amazing sense of atmosphere. The eerie 
surroundings, lack of friendly life forms and minimalist 
soundtrack all come together to give you a very uneasy feeling 
as you explore these mysterious hatches. Moon Chronicles 
brings back those same feelings, but this time it looks and 
plays even better than the original. The enhanced visuals and 
multiple input methods allow you to experience Moon in a way 
that best suits your tastes. 

Keep in mind that while Moon was impressive visually on the 
DS, it's not going to be as breathtaking an experience on 3DS. 
The visual overhaul is definitely recognizable right from the 
start, as textures have been upgraded and framerate is locked 
at 60 frames per second. Still, this game is a DS title at heart, 
which means basic geometry and design choices that played to 
the DS' strength. Again, the overall presentation in Moon 
Chronicles is leaps and bounds over what the DS offered, but if 
you're playing this game for the first time, you might find 
yourself a little underwhelmed with what you're seeing. 

Where Moon Chronicles really soars, though, is in its 
controls. As you well know, dual analog is the go-to method for 
first-person games on consoles and portables. Obviously, the 
DS never supported that option, which meant you most likely 
played Moon while using the stylus as a virtual second analog 
stick. Moon Chronicles still allows you to play this way, but you 
can also enjoy the title while utilizing the Circle Pad Pro acces- 
sory. This will give you two Circle Pads to use in blasting your 
way across the moon, even allowing you to pick which buttons 
perform which actions via the multiple control layouts. Without 
a doubt, the control options Moon Chronicles provides make 
the experience much tighter and more refined than before. 

Moon filled a void on the DS by providing a first-person 
shooter experience not tied to an existing franchise. Chronicles 
fills that same void on the 3DS, offering up an FPS on a 
platform that has almost no other representatives of that 
popular genre. The visuals may not impress, but the atmo- 
sphere remains engaging, and the revamped controls 
have made the experience even better. This 
is an excellent way to get your first- 
person fix on 3DS. - KEVIN C. 


SUPER А ULT RIFLE 
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Challenge 


vv 200 Hit 10 UFOs! 


Has He Got a Deal 


for You! 


| MAY NOT be the most sporty fellow, but if you take baseball and add in dogs, 
donuts and business men with Ultra Machines for heads, I'm more than happy to 
play ball! Rusty's Real Deal Baseball is a wacky eShop title that allows the player to 
decide how much (or how little) content they're interested in purchasing using 
real-world money. You'll do this by haggling with that good old retired baseball 
player, Rusty Slugger himself. He's set up a quaint shop where he sells fun 
baseball-themed minigames that he's purchased from the legendary video game 
company, "Nontendo." 

Every game starts out at $4.00, but only a fool would pay the top dog price! To 
earn yourself a better bargain you'll chat up Rusty by using items that you collect 
to change his mood. If he's complaining that he can't smell anything, maybe those 
random Nose-Hair Trimmers that you won could actually come in handy! (His - 
newfound ability to smell will likely land you quite the bargain for a game.) For the Challenge 
most part, this system of offering items to earn discounts works well, and at times 15 hoops! 
it almost feels like you're solving a puzzle - one wrong word, though, and you may 
say something that offends Rusty and blows the whole deal. Be mindful of what 
you say - even baseball-playing mutts have feelings! But no worries if you do mess 
up, because, much like a human, Rusty's sadness can always be cured with a deli- 
сіои5 donut. 

The baseball games themselves are quite enjoyable and become addictive. It's 
impressive to see how many different ideas are on display here. One title is all 
about constantly hitting super fast pitches. Another requires you to field some 
tricky liners. Yet another lets you hit up the batting cages, or even eye up various | У Y v 0 tsd we Pol 
pitches as an umpire. All of that may sound simple, but every game features 50 ин пеи потиче Lo HUS ЕНИ 
individual challenges, and I never felt like Rusty was milking any idea for more 
than its worth. With a total of 10 games to potentially purchase, each offering its 
own take on a key mechanic of baseball, there's a lot to enjoy! 

One of the most surprising elements of Real Deal Baseball is the silly little story 
that unfolds as you continue buying content. It's certainly not some deep or impor- 
tant tale, but the fact an arcade-style baseball game has any character or story at 
all is pretty unique. The lighthearted Nintendo charm we've all come to love from 
other eShop titles is definitely strong here. In fact, Big N fans should keep their 
eyes open for the various cameos and jokes that cater directly to them. You may 
end up like me and desperately want a Nontendo 4DS system! 

Other notable features are the music and various 
sound effects. The soundtrack has a fun, unique PLN 
vibe to it, and hearing that perfect "crack of the у 
bat" sound effect fills you with a feeling 
of satisfaction each and every time. 

You can even push yourself to earn 
Gold Medals in every challenge and 
earn fancy new clothing for your Mii to 
wear – but it's best to take it slow and 
not try to rush through the experience. 

If you're only interested in playing 
the actual baseball minigames, then 
haggling to purchase them may feel 
like a bit of a drag. But if you don't 
mind a little virtual commerce with a 
kooky canine, then Rusty's Real Deal 
Baseball is definitely a home run! 

Forget about peanuts and Cracker 
Jacks, baseball snacks now involve dog 
bones and donuts! - JOSH 


Challenge 
Score 5! 


NINTENDO 
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CLASSIFIED 
INFORMATION 


BASEBALL 


How TO GETTHE REAL DEALS 


Never pay Rusty more than the minimum! 


WITHOUT HAGGLING, THE entire set of 10 Nontendo 4DS games 
would cost you $40.00, but with careful negotiation, you can bring that 
total down to just $16.00 (or your equivalent currency). In each story 
episode, you can haggle for one of the games labeled with "Discount 
Available." To trigger a round of haggling, offer Rusty a donut from your 
inventory. Keep haggling until the price turns red - that's the lowest he'll 
50. If you mess up and Rusty gets sad, don't worry, as the game provides 
plenty of opportunities to collect more donuts and try again. 

During Episode 1, the lowest price you'll be able to get is $2.00. Initiate 
negotiations by giving Rusty a donut, then the Nose-Hair Trimmer, then 
enter this sequence of answers: "Make it cheaper!"; "Make it cheaper!"; 
"Can you go lower?" He'll then sell the game for just two bucks. 

For Episode 2, your target is $1.90. Choose: "Get bunk beds"; "Take a 
cooking class"; then offer the Remedial Cooking Invite item three times. 

In Episode 3, you're going for $1.80. Pick: "You'll be fine"; "You're 
right"; "Your red nose"; "Worried about your hair?" Then offer the 
Pompadour Wig and choose: "Don't Worry!"; "No, it looks good!"; "It 
makes you look cool"; "It's cool – keep it!" 

Episode 4's target is $1.70. Offer the Nose-Hair Trimmer, say, "I want a 
discount," offer the Shovel and say, "Keep the Shovel." Episode 5's target 
is $1.60. Say: "Lady folk?"; "Your dream?"; "It's possible."; "Think care- 
fully." Then offer the Flower Bouquet item. And Episode 6's target is $1.00 
even. Say, "I've only got $3.90"; "$0.10"; "I can't remember"; then return 
Rusty Jr. to his Dad. (Or whichever of the other nine pups you chose.) 

For the other four games, you'll have to use discount tickets to lower 
the price. You can use up to three certificates per game. To get all of the 
games at the $1.50 minimum, use the following combination of discounts 
– and order matters! 

Game 1: Half Off, $0.50 Off. Game 2: Half Off, 1096 Off, $0.30 Off. Game 
3: 3096 Off, 3096 Off, $0.50 Off, and Game 4: 3096 Off, 1096 Off, $1.00 Off. 

While not required, StreetPassing players awards extra certificates 
that makes things easier. Good luck getting Rusty's real deals! - AARON 


Trust me, pal. This game is legit. 
Rusty wouldn't lie to you. 


1 


FOLLOWING THOSE INSTRUCTIONS will ensure that you'll get ће 

cheapest prices possible for Rusty's 10 different games, saving you 24 

real-world dollars, all told. Even after that, though, the remaining 

$16.00 might still be a little pricey for some - not everyone wants to 

spend that much on a single eShop game. So here we've put together a 
quick "Buyer's Guide" to rank all 10 of Rusty's Nontendo Baseball games 
against one another. Spend your hard-won cash on the games ranked 
highest to get the most fun from your funds: 


Cage Match 
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THE COUNSELOR WiLL SEE You NOW у 


AS MANY OF us remember, NES games were extremely difficult. Because of the necessity to help players along during particularly 

tough times, Counselors’ Corner was born in the pages of Nintendo Power. | remember reading each entry with anticipation, hoping 

that a new secret would be revealed. One of my fondest memories was calling the official Nintendo Counselor’s hotline number for help 

їп Mega Man 2 (just before the Mecha Dragon boss) - even if | ended up figuring it out for myself shortly after | called. Ў | 
Although Counselors' Corner was discontinued as an МР column in 2003, its spirit lived on through online FAQs and guides, and the 

Nintendo Force is now bringing it back, with me as the new, lone "Counselor." I’ve been playing games for over 20 years, ranging back 

from the oldest and toughest NES games to the newest Wii U releases. Thank you for joining me on this journey! Let's begin. - CHRIS » « 


WHATS THE BEST WAY TO PACE YOURSELF 


ја WITH THE DAY CYCLE WITHOUT LOSING 
L № THE PROGRESS YOU MAKE? 


MAJORA 5 MASK 


WHEN YOU'RE PLAYING through Majora's Mask after multiple completions, 
there is such a thing as pinpointing certain events that happen on specific days 
and clearing them at a certain time so that you get everything possible. The first 
thing you'll want to keep in mind is the Inverted Song of Time (Down, A, Right, 
Down, A, Right). Simply put, you just reverse the original Song of Time, and you'll 
get extra... well ...time to use. (Time slows to about 1/3 its normal rate.) You 
don't need to actually learn the song (even though you technically can, by way of a 
scarecrow in Clock Town) - as soon as you learn the original, you can play it. 

Don't worry so much about the time limit in general, though. On paper it seems ^ 
daunting, but in reality it's not so bad once you understand it. Playing the real You played the Inverted Song of 
Song of Time will eliminate your unused consumable items and Rupees after ‚ lime! 
sending you back to the First Day, but you'll keep all your songs, weapons, masks 7 
and major items. Time really only matters when ensuring you have enough of it to 
complete a dungeon. 


HOW WOULD YOU SUGGEST MAKING A 
| PLAYTHROUGH OF MAJORA'S MASK LESS 
LA DAUNTING AT THE START? 


MAJORA'S MASK 


ONE OF THE major things you'll want to focus on during your first playthrough is 
collecting Empty Bottles, which are more important here than in most other games 
in the franchise. Although you can get a total of six Bottles throughout Link's 
adventure, you'll want to go for getting the first three earlier in the game so the 5 5 | 
first half of your quest isn't as difficult. The easiest Bottle is found in the Southern ж. yo Оо Е а Potion! You got à bottle of Coid 7 
Swamp - simply talk to Koume the witch, then go talk to Kotake who'll give you the P ons APER save the а = ти ЈИ 
Bottle. The next Bottle is as easy as earning the Powder Kegs, then blowing up the : 

boulder on Milk Road. And from 2:00 a.m. to 6:00 a.m. you can protect Romani's 
cattle from alien abduction and earn an easy Bottle, too. 

You can also grab an upgraded version of your sword by going to the Mountain 
Dungeon and defeating Goht. Afterwards, simply use a Goron Bomb to gain access 
to the race (the cave right before the Goron Village), win it, then exchange the 
prize with the blacksmith on the mountain for an upgrade. You'll net a Bottle for 


Yo toa МШ Bott Le, ! 
your troubles there, as well. One БАЙ ИПИЕ you You got an, 27777 оне! 


feeling great! Save items in it-and use them 


Although speedruns make it possible to get every single possible mask and Use @ to take a drink. = with @ 
secret, your first time in Termina doesn't have to be as stressful. You'll want to 2 
save all of your Rupees for big purchases (like upgrading your sword), so don't be 
concerned with minor items you can pick up while adventuring. 


THE LEGEND OF ZELDA: МАЈОВАЅ MASK WAS SELECTED FOR THIS EDITION ОҒ 


3 6 COUNSELOR'S CORNER BY NF SUBSCRIBER PAT GALLAGHER. MIGHT WANT TO 
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WHATS THE BEST WAY TO MANAGE THE 


DOUBLE CHERRY POWER-UP? 


THE MULTIPLYING EFFECT of the Double Cherry power-up can be one of the 
most vexing mechanics in all of Super Mario 3D World, but there's an easy way to 


= 


5е 


satile power-ups іп the entire Mario 
franchise, but there are a few tactics 
you can pick up to really get the most 
out of it. For starters, you can use the 
swipe attack in the air to delay your 
descent. Don't hold the button all the 
way down so you initiate the glide 
attack - just tap it once and you'll be 
able to float for half a second to 
correct any errant jumps. 

The wall climb ability is similarly 
tricky at first, especially since it's so 
easy to panic when you fall off a cliff. 
Instead of flailing your controller 
around or even jumping to try to get 
more ground, just attach to the wall 
and walk up calmly — odds are you'll 
climb straight up and into safety. 
Obviously you're going to want to use 
the glide as well, which is useful for 
safely jumping down gigantic gaps 
without falling into an unseen pit. If 
you can't see your destination, try to 
save your glide for the end of the 
jump. 

If you need a Cat Suit immediately, 
the best way to stock up on two is to 
warp back to World 1-1 via the map 
screen, then complete the level – 


THE CAT SUIT is one of the most ver- 


hings straight so you don't have all of your clones flailing about willy-nilly. 
First, grab the power-up and stand still for a second to get your bearings. Find the 
closest corner, whether it's by way of a wall and an obstacle or just multiple 
obstacles, and "meld" your clones together into one line. 

doesn't matter if they're lined up vertically or horizontally, so long as the 
jumps you need to make gel with your organization structure. If anything gets out 
of whack or a jump demands it, just find another corner and take the time to re-do 
your setup. You'll want to do this on a constant basis for some of the tougher 
evels, since you'll often need to make it through the whole stage without getting 
hit. Peach is the best character to go with when it comes to some of the trickier 
Double Cherry levels, since she can error-correct with her mid-air float. 


DO YOU HAVE ANY SPECIFIC TIPS 


- you'll find multiple power-ups just 
sitting around. As always, Peach is the 
star candidate for tricky levels by way 
of her floating power, and using the 
Cat Suit in tandem with her standard 
aerial superiority makes her incredibly 
maneuverable. You'll be able to use 
almost any combination of tactics this 
way, and if you long-jump, you'll be 
able to clear gaps that no other char- 
acter could even come close to 
crossing. 


FOR USING THE CAT SUIT? 


901800) 
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Count Dracula, Lord of Darkness. 
Cursed to destroy all that he 
loved in life... and to stalk the 
Earth as a vampire... Alone... 


THE PREPARATIONS FOR 
Wy THE AWAKENING CEREMONY 


Ат LAST, 1 CAN WHAT NEWS FROM THE 
WALK UPON THIS FORCES OF EVIL? 
GoD-FORSAKEN 
EARTH WITH 
ANOTHER WHO 
KNOWS м? 
SUFFERING! 


3i Тш „77 х 
/ "А "4 H \ 
[7 | 

AWAITING Your 

А WORD, M? LORD, 


Тіме FOR м? 
HEIR TO AWAKEN! 


THEN IT IS TIME... T 
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Тне ANCIENT 
SCROLLS FORBADE 
SUCH A THING! 
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As Zelda will no longer be able to trans- 
form mid-battle, her alter ego Sheik will 
now appear in a separate spot on the 
character select screen. While this marks 
а departure from previous Smash titles, 
the decision ultimately benefits both 
fighters - Sheik players will now be able 
to focus exclusively on her moveset, and 
the split has afforded each character a 
couple of new maneuvers. In Zelda's 
case, her Down special will now summon 
a Phantom, which can strike foes and 
deflect attacks. Sheik, on the other hand, 
has gained two new specials in Super 
Smash Bros. for Wii U and 3DS. The first, 
called Burst Grenade, is a small explosive 
that players can throw and then detonate 
at will; the second, Bouncing Fish, is a 


devastating acrobatic kick that sends 

Sheik bounding off of her opponents. 
With these new attacks in her repertoire, 

Sheik will be even more formidable. 


A а 


—— — —| 


4 SUPER SMASH BROS. 


FOR NINTENDO 3DS & Wii 


WE MAY STILL be a few months away 

from the release of Super Smash Bros. 

for Wii U and 3DS, but new details on 

the games continue to trickle in at a 
steady rate. In addition to director 
Masahiro Sakurai’s daily updates via 
Miiverse, Nintendo recently aired a special 
Nintendo Direct broadcast dedicated exclu- 
sively to the games, unleashing a deluge of 
new information – from character and 
stage reveals to details on some of the new 
game modes that will be vying for players’ 
attention when they finally go hands-on 
with the brawlers. 

Perhaps the most tantalizing news to 
emerge from the broadcast, however, was 
word of when the games would launch. 
While Nintendo has yet to pin down exact 
release dates for the new Super Smash 
Bros. titles, Sakurai confirmed that the 3DS 
and Wii U versions will be debuting in 
Summer and Winter of 2014, respectively. 
It was generally expected that the Wii U 
version would be launching during the vital 
holiday season, but news that its 3DS coun- 
terpart would be released several months 
earlier came as a nice surprise, and will no 
doubt help make the wait for its big 
brother less excruciating. 

Beyond that, Sakurai had much to share 
during the Smash Bros. Direct, offering 
fans their most revealing look at the games 
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yet. Let's recap everything that we 
know about Smash Bros. in the wake 
of the broadcast... 


CHALLENGERS APPROACHING 
When it comes to any new Smash 
Bros. release, the biggest fanfare is 
typically reserved for character 
reveals, and that's certainly held true 
for the Wii U and 305 installments. To 
date, Nintendo has announced 30 
fighters for the games, six of whom 
will be stepping into the arena for the 
first time later this year. The Smash 
Bros. Direct alone unveiled five of 


& Everything we know about the all-new Smash — so far. 


them, including four veterans and one 
newcomer: Yoshi, Sheik, Zero Suit 
Samus, Charizard and Greninja. (Check 
out our sidebars for more information 
on these fighters.) 

The broadcast also revealed a fun- 
damental change to certain charac- 
ters' abilities. This time around, 
characters like Zelda and Samus will 
no longer be able to transform in the 
midst of battle – now their alter egos 
will appear on the roster as separate, 
individual fighters. While this repre- 
sents a dramatic shift from previous 
titles, the benefit of this decision is 


the Wii Ц and 305 versions of Super 


Smash Bros. will feature online play. 
According to Sakurai, players will be 
able to customize the rules as they 
like when battling online with friends, 
but will have two options when com- 
peting against anyone else: "For Fun" 
and "For Glory." 

Matches played For Fun, as their 
that it allows players to focus on mas- spectrum of Nintendo's history. name implies, will only record the 
tering a single moveset, rather than Players will have five minutes to battle number of wins you achieve, making it 
dividing their attention between two their way through this stage, defeating a nice way to hone your Smash Bros. 
(or more) distinct characters. baddies and picking up as many skills. For Fun matches will also take 

As nicely as the roster is filling up, power-ups as they can to augment place on a randomly selected stage 
there's no doubt that Nintendo and their characters. Once time runs out, (barring Final Destination), and will 
Sakurai still have plenty more charac- the powered-up characters will allow combatants to use the full range 
ters to announce before the games convene in a random stage and face of items available in the games. 
launch. While veteran fighters like off in an intense battle. For Glory matches, by contrast, are 
Captain Falcon and the Ice Climbers Unlike a typical Smash Bros. bout, aimed at more competitive players. 
are all but guaranteed to return, it's the appeal of Smash Run stems largely Not only will these bouts record both 
safe to say we can also expect to see a from its unpredictability — not only will the number of wins and losses you've 
few more new faces rounding out the the selection of enemies change each accumulated, they'll only be contested 
roster - though who those will be time players set foot in the labyrinth, on Final Destination and will not allow 
remains one of the games' most they'll also have to contend with any items. To keep the scenery fresh, 
enticing mysteries. random events that can change the Sakurai revealed that nearly every 

whole complexion of the match. (One stage in Super Smash Bros. will 
ON THE SMASH RUN event, for instance, summons gale- feature an alternate "Final 
In addition to the standard solo and force winds that can blow unsuspect- Destination" form that players will be 
stock matches, Nintendo will be intro- ing players off the stage.) This unpre- able to compete on, injecting some 
ducing a few new game modes in the dictability, coupled with the welcome variety to the matches. 
next Super Smash Bros. titles. One is adrenaline-fueled race to pick up the Given this greater emphasis on 
Smash Run, a new multiplayer mode most power-ups, promises to make online play, Nintendo will be imple- 
exclusive to the 3DS version. Smash Run one of the most exciting menting a number of new policies for 

Inspired by City Trial from Kirby Air additions to the franchise yet. online matches. According to Sakurai, 
Ride, Smash Run drops four players players will no longer be competing 
into a massive, labyrinthine stage Mii AGAINST THE WORLD anonymously when they battle one 
populated by enemies from the full Also exciting was the news that both another over the Internet - now 
everyone's name will be linked to their 
Nintendo Network ID. Similarly, 
Nintendo will be enforcing a strict 
— code of conduct to make the experi- 

ence as enjoyable for all players as 

CE YOS H l у possible. Those who repeatedly violate 
r Between babysitting and kart racing, this code of conduct will be penalized 
Mario's dino pal has certainly had a busy B 
year thus far – but he's still made room and may even be banned from online 


in his schedule for a little brawlin' as competition for a certain amount of 
well. This time, Yoshi will be sporting a time. 

different look than in previous Smash 
titles – instead of hunching over like an 
actual dinosaur, he now stands upright, 
similar to his character model from 
recent Mario games. According to 
Sakurai, this dramatic change in 
Yoshi's appearance is partly why 

he and Nintendo withheld the 
announcement of the dino for so 

long. But while Yoshi may look 

different, Sakurai promises 
the changes have only made 
him stronger. Based on what 
we've seen, it looks like he' 
play largely the same as in 
previous titles, with egg- 
laying and throwing forming 

the crux of his moveset. ^ 
We're egg-cited to have the ~ 
dino back – aren't you? 


ZERO 
SUIT 
SAMUS 


While Samus will retain 
he Zero Laser as her 
Final Smash in the Wii U 


roster as a distinct character. 


designed to have less physica 


ing some dramatic tweaks to 

The most notable of these 
orm of her new Jet Boots. Th 
Zero Suit Samus' kicks will pa 


earsome fighter. Her Jet Boo 
as an improved recovery movi 
0 rocket upward into the air 
amount of time. 

Outside of that, however, t 


hat could be is open to specu 


ighter. 


and 3DS installments of Smash, 

it will no longer cause her Power Suit 
egrate, as it did in Brawl – because now, like 
Sheik, Zero Suit Samus will appear on 
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strengt 


her armored counterpart, so she'll be 
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ck more 
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lation. 


2 


о disin- 
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heik, 


however, who was always wholly unique from 
Princess Zelda, Zero Suit Samus was initially 


h than 
receiv- 
her out. 


comes in the 


round, 
power 


han they did in Brawl, making her a more 

s will also serve 
e, allowing her 
or а short 


still 


many things we don't know about Zero Suit 
Samus, such as how the rest of her moveset 
has changed. A few screenshots show her 
wielding the Plasma Whip, suggesting that it 
will once again appear in her arsenal. We also 
presume that she'll be receiving an entirely 
new Final Smash, as her previous one was 
used to restore her Power Suit – though what 


One thing is for sure, though: Zero Suit 
Samus is certainly coming into her own as a 
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CHARIZARD 


Kanto's most iconic fully-evolved Starter, 
harizard, will also be joining the fray once 
gain - this time all on his own. The Fire/ 
ying-type first fought in Super Smash Bros. 
rawl for Wii, though in that title he was one 
three monsters under the command of the 
okémon Trainer. (The other two, Squirtle 

nd Ivysaur, seem like they'll likely be 

ipping these installments.) 
Now that he’s flying solo, Charizard can 
ruly establish his own identity as a fighter. 
e's even learned a new Side special move: 
Flare Blitz, a devastating fire attack that 
causes recoil damage when it connects with a 
foe. (His previous Side special move, Rock 
Smash, has been moved to his Down special, 
as he no longer needs to switch between two 
other Pokémon during a match.) 
Perhaps the most exciting addition to 
Charizard's repertoire, however, is his new 
Final Smash. Now when the Flame Pokémon 
grabs a Smash Ball, he'll transform into Mega 
Charizard X, his menacing Dragon-type form 
from Pokémon X. It's about time 

Charizard broke free from his = 
trainer’s control! (He must 

not have earned enough 

badges to keep 
him obedient!) 


ләшосотлоо 


Seley 


Charizard won't be the only evolved Starter joining the brawl - he'll also be accompanied by 
Greninja, the Water-type Starter from Pokémon X and У. Just as in those games, Greninja will 
wield his signature Water Shurikens and lash opponents with an aquatic whip, giving him access 
to both long- and close-range attacks. That’s not to say that Greninja will only use water to fight 
— the rest of his moveset seems to be heavily inspired by ninjitsu, allowing him to move fluidly 
across the battlefield with swift kicks and dashes. And in true ninja fashion, he can even evade 
attacks with Substitute, a special move that allows him to trade places with a Poké Doll to avoid 
taking damage. With such a swift and varied arsenal, there’s no doubt that Greninja will quickly 
become one of the deadliest fighters on the Smash Bros. roster. 
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Finally, Sakurai discussed the 
unique way in which players will be 
ranked when they play Super Smash 
Bros. Unlike most online games, the 
pair won't feature leaderboards in the 
traditional sense, but rather will rank 
players based on their "Global Smash 
Power." Your GSP is determined by the 
scores you've achieved in the games’ 
solo modes and indicates how many 
other players you've outranked - for 
instance, a player with a GSP of 
300,312 has outscored 300,311 other 
players. According to Sakurai, this 
method was chosen to give fans a 
clearer idea of where they stand 
among the competition, as other 
ranking systems, like the aforemen- 
tioned leaderboards, were too broad 
in their sweep and did not adequately 

convey a player's ranking. 

unfortunately, Sakurai con- 
firmed that online matches 
will not be ranked, which 
comes as a slight disap- 
pointment given that 
they constitute such a 
big part of the 
games' appeal, but 
he did reveal that 
there will be some 
matchmaking based 
on players' skill 
levels. 


STAGE DEBUT 

While both versions of Smash Bros. 
will feature the same roster of 
fighters, Sakurai reiterated that each 
will contain its own unique stages, 
which have been inspired by their host 
platform. The 3DS version, for 
example, will boast stages drawn from 
Nintendo's long history of handheld 
titles, while the Wii U version will 
feature ones based on the company's 
console releases. 

At the moment, Nintendo has 
revealed 30 stages in total, 15 from 
each version of the game. Among 
those featured in the Wii U version are 
Skyloft from The Legend of Zelda: 
Skyward Sword, the Pyrosphere from 
Metro ther M and Windy Hill from 
Sonic Lost World; 3DS owners, mean- 
while, will be able to do battle in 
Gerudo Valley from The Legend of 
Zelda: Ocarina of Time 3D, Tortimer 
Island from Animal Crossing: New Leaf 
and Arena Ferox from Fire Emblem: 
Awakening, among several others. 


THE WAITING GAME 

As much as we've learned about the 
latest Super Smash Bros. games in the 
months since they were announced, 
there are still many questions linger- 
ing in fans' minds. With E3 right 
around the corner, however, we won't 
have to wait too long until we get 
more answers! - KEVIN K. 
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Late-breaking news! Just as this issue of NF 
Magazine was heading to press, Super Smash 
Bros. game director Masahiro Sakurai 
decided to unveil one more returning veteran 
from Brawl: Ike, the Fire Emblem series pow- 
erhouse! If you thought he was tough in his 
last appearance, though, just take a look at 
his all-new physique this time - dude has 
been hitting the gym. In Brawl, Ike's appear- 
ance was based on how he looked in 2005's 
Fire Emblem: Path of Radiance for the 
GameCube. He was a young, untested recruit 
in that story, and his look in Brawl reflected 
that. This time around, Ike's portrayal reflects 
his appearance in 2007's Fire Emblem: 
Radiant Dawn for Wii. He'd been aged up in 
that game, and so too has he been here - this 
musclebound beefcake makes his Brawl 
version look like a shrimpy, scrawny teenager 
in comparison. Beyond his newly buff bod, 
not much else is yet known about Ike in the 
new Smash - since his was already a wholly 
original moveset before, it's unlikely he's 
undergone too many significant changes in 
fighting style. What may be most interesting 
about Ike making the cut is that it would 
seem to give extra hope to other Brawl cast 
members still waiting for their confirmations 
too - since Ike was thought to be on the 
chopping block by several diehard fans. 


HYRULE WARRIORS 


THE ZELDA SERIES has danced around defining 
the true nature of the relationship between its 
hero and its princess for decades now — which has 
been forgivable, since there have been so many 
different Links and different Zeldas that pinning 
down just what they are to each other is a conver- 
sation that changes every few years anyway. With 
Hyrule Warriors, though, the plot revolves around 
the existence of an actual romantic connection 
between the two - or, at the very least, another 
character's perception that such a connection 
exists. 

And she doesn't like what she sees. 

The mystical sorceress Cia – whose job it is to 
keep an eye on the balance between the three 
elements of the Triforce - has instead been 
keeping her eyes locked on Link. She develops a 
crush on the young hero (what woman wouldn't?), 
and begins to neglect her duties all the more as 
she grows more and more obsessed with him. But 
then infatuation gives way to jealousy - Cia sees 
Link with Zelda, and envy over the princess" 
special bond with him floods into her heart. 

Then disaster strikes. The broken-hearted sor- 
ceress can't maintain the Triforce's balance any 
longer, and so its bonds become broken too. Cia 
gives herself over fully to the darkness that had 

been sealed away by the intact Triforce, and she 
unleashes an absolutely massive army of 
beasts on the kingdom of Hyrule. 
All the while, you have to imagine Link's 
just been totally clueless about the whole 
situation. He probably just wakes up one 
morning, stretches, takes a leisurely stroll 
over to the window of his soldiers' training 
barracks and sees a horde of 10,000 foes 
barrelling over the nearest hill, rushing 
toward him, while Cia stands behind them 
shrieking, "You never called me! | gave you 
my ocarina number, you jerk! NOW DIE!!!!" 


OK, so my imagined scenario probably isn't 
what's actually going to happen. (But in my mind, 
it will be.) 

Regardless of how Link actually does find out 
about the armies assaulting the kingdom, he'll 
rush out to meet them in true Warriors series 
style. That means taking on dozens - sometimes 
even hundreds - of enemies simultaneously, using 
wildly over-the-top attack techniques to deal dev- 
astating damage to huge groups at once. 

But Link won't be alone in this fight - Nintendo 
and Tecmo Koei have confirmed that Hyrule 
Warriors will have other playable characters 
beyond the Hylian hero, and Impa has been shown 
off as the first of this new crew of support person- 
nel. She will tap into the skills of the Sheikah tribe 
to wield magic techniques that Link won't have 
access to himself — and she'll swing an absolutely 
gargantuan (almost comically large) sword, too. 

Two player co-op has also been confirmed, as 
one player on the TV and another on the GamePad 
can set out to cleanse Hyrule's hills together. 

Much more on Hyrule Warriors is expected to 
be announced at E3. In the meanwhile, just 
remember that old piece of wisdom: Hyrule hath 
no fury like a woman scorned. - LUCAS 
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IN THE LAST couple of years, Mii 
characters have become an important 
part of Nintendo's overall culture. 
They represent you and your friends, 
and you play adorable games with 
these look-alikes. The problem has 
been, however, that they don't really 
have any personality, or any unique 
way of interacting with you. This is 
what Tomodachi Life sets out to 
change - and so far, it's been doing a 
very good job of achieving that goal. 

Tomodachi Life is not completely 
new, because it was released in 2013 
as Tomodachi Collection: New Life in 
Japan (which was itself a sequel to an 
earlier Japan-only DS title). There are 
similar elements to both versions, but 
changes have clearly been made 
during the localization process to give 
the game a broader appeal outside 
Nintendo's home country. 

The game is a bit hard to describe, 
as it doesn't really fit into any estab- 
lished genre. It lives somewhere 
between a life simulator and a toy box, 
trying to offer up pure, goofy amuse- 
ment through even the most mundane 
actions taken by its cast of Miis (drawn 
from those saved on your 3DS). 

You play as the owner of a faraway 
fantasy island, and here you give each 
Mii a place to live in one huge, sprawl- 
ing apartment building. These Miis 
talk to one another, become friends, 
form relationships and experience all 
kinds of zany, nonsensical events 
together. As a sort of director of their 
lives, you decide the paths taken in 
these new relationships and talk to the 
Miis directly to understand their 
needs. Sometimes you choose from a 
variety of options to guide them, and 
at other moments you just simply 
listen to what they have to say. 

Most of your time on the island is 
spent with individual Miis, figuring out 
what their daily problems are. They 
could be hungry, wanting specific 


TOMODACHI LIFE 


products to improve their life or in 
need of your help to go forth and 
locate something important. These 
actions are mostly straightforward, 
easy tasks, but the overall charm of 
the simplest interactions is what sells 
it so much. 

And every Mii reacts differently. If 
you don't give them exactly what they 
want, they'll look sad and their experi- 
ence meter will not grow. But by 
reaching new happiness levels, you 
can give them an additional gift and 
make their lives that much more 
joyful! 


You'll also slowly unlock brand-new 
content by doing this, and in this way 
the game will open up bit by bit. Gifts 
that you can give your Miis include a 
Wii U console for their apartment (and 
they'll actually start playing different 
titles like Game & Wario and Nintendo 
Land). You can also give them a song, 
which they can perform at the concert 
hall at any given moment of your 
choosing. 

Next to solving your Mii's problems, 
Tomodachi Life offers up plenty of 
ridiculous moments that are good for 
a laugh. You can see the Miis be part 
of abstract news broadcasts dubbed 
Mii News. You can watch them launch 
into hip-hop stardom with spontane- 
ous rap battles on the street. You can 
even send them into an old-school, 
8-bit-style role-playing game! 

Special items abound, which trigger 


Tap the heart when Janet 
is being thought about. 
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even more wacky events – for 
example, you could give your Miis a 
travel ticket and send them halfway 
across the globe. They'll then give you 
details about their travel destinations, 
and you can snap pictures of them 
while they pose in funny ways. 

Your Miis can also make new 
clothing and recipes, which you can 
serve to others instantly. And as the 
director, you'll always have the last 
laugh with the Photo Booth, where 
you can go crazy taking shots of all the 
Miis you've thrown into the title. 

While | enjoyed my time with the 
game very much, there seems to be 
only a limited amount of fun you can 
have daily. New content pops up every 
day, and there are events taking place 
throughout the day, but you won't play 
this for several hours in a single 
stretch. Unlike Animal Crossing, 
there's no penalty for not playing here 
- mostly the Miis will just wonder 
where you've been. In that regard, 
there are certain sentences that 
repeat a bit too much and tasks that 
reappear quite a lot. This really 
concerns me, as it could mean that I 
am already past the biggest highlights 
of the adventure, and that would 
bother me quite a lot. 

But we'll find out next time! I’m 
going to keep living the Tomodachi 
Life, and we'll have a full review in the 
next issue of NF Magazine! - DAAN 
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Tomodachi Life is set to go on sale 
in both North America and Europe 
shortly after the launch of this NF 
issue — in fact, it might already be 
available by the time you're reading 
this! If you're already playing 
through your own copy, we've got 
an assignment for you. We've 
printed the QR Codes for all of our 
Mii characters at the end of this 
issue. We want you to bring the 
members of the Nintendo Force into 
your own Tomodachi Life game and 
chronicle our wacky adventures! 
Take pictures of us doing silly things 
with the 3DS Image Share feature 
and send them to us by email, 
Facebook or Twitter. We'll print the 
best ones in our next issue! 
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WHERE HAVE ALL 
THE FATHERS 


BY LUCAS M. THOMAS 


I DON'T KNOW where I'd be without 
my Dad. I’ve never had to know. He's 
been there from the beginning, raising 
me, guiding me by example to grow up 
and become an adult and, ultimately, 
to become a Dad myself. 

But it's been since I’ve become a 
Dad myself that I’ve been thinking 
more and more about fatherhood in 
general — not just about my own expe- 
rience of being on both sides of it, but 
just being incredibly, earnestly 
grateful that | was spared the 
struggles that so many others have 
had to endure through their own child- 
hoods when their stories didn't include 
a Dad at all. 


FATHER? BARELY. 


FATHER? GONE. 


For some, divorce took him away. 
For others, disease or injury. For 
many, he just opted out of his own 
accord, unwilling or unable to meet 
the challenge of stepping into that 
father role. 

Fathers think about these kinds of 
things. But as these thoughts began 
coming into the forefront of my mind 
in the wake of my first son's birth a 
few years ago, I realized a recognition 
of the fatherlessness of others was 
something that Га actually had sitting 
in the back of my consciousness for 
years. 

And I think that Nintendo's video 
games played a large part in that. 


FATHER? М.1.А. 


That's perhaps a bit of an odd jux- 
taposition, but it shouldn't be too sur- 
prising coming from me - as someone 
whose primary job and primary hobby 
are both thinking about and playing 
Nintendo games, there's going to be 
some mental intertwining that natu- 
rally happens between the worlds of 
Mario, Link and Samus and my "real 
world" life. 

And so it is that, for years now, I've 
looked across the landscape of 
Nintendo's many different video game 
worlds and often wondered: 

"Where have all the fathers gone?" 


ABSENT FATHER 
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RIGHT UP FRONT, let's address a 
concern - some people might dismiss 
this kind of analysis of Nintendo's 
games as reading too much into 
things. Looking between the lines to 
try to find something that isn't there 
to be found. Heck, Shigeru Miyamoto 
has been мећетеп у anti-story in 
recent years, wanting his games to be 
enjoyed purely as playthings and not 
having narrative intrude on the real, 
interactive entertainment. 

But when the games themselves 
bring up a father's absence - even 
making it a driving plot point — I think 
it's more than valid to dig a little 
deeper. And for the ongoing Super 
Mario Bros. series of games, Mario 
and Luigi's lack of a Dad has been ref- 
erenced directly even as recently as 
earlier this year, with the launch of 
Yoshi's New Island for һе 305. 

The first Yoshi's Island - released 
for the SNES back in 1995 – introduced 
us to Baby Mario and Baby Luigi for 
the first time. A stork was carrying 
them through the sky, on his way to 
deliver the newborn twins to their 
parents. But Luigi got kidnapped 
before the delivery could happen, 
Mario got lost in the mix and was 
found by the helpful Yoshis and the 
quest to reunite the brothers began. 
In the end, it all worked out – the 
twins found each other and the stork 
was able to complete his mission, and 
Yoshi’s Island gave us our first-ever 
glimpse at Mario and Luigi’s parents in 
the end credits. 

... ог did it? Well, according to 
Yoshi's New Island, those silhouettes 
we thought were Mama and Papa 
Mario nearly two decades ago weren't 
actually them at all. The new game 
presents a plot that states the stork 
simply went to the wrong house, and 
New Island chronicles his further 
adventures to re-deliver the twins to 
the correct address (with a rinse-and- 
repeat Luigi kidnapping and another 
Yoshi adventure before the credits roll 
again). Ultimately, though, the result 
is the same, and we're offered another 
slight glimpse at their "real parents" 
this time 

until Nintendo decides to make 
another Yoshi's Island sequel, I 
suppose. 

Whether or not New Island actually 
did just give us a real look at Mario 
and Luigi's real Dad, though, is nearly 
inconsequential - the man has been 
so invisible for so long that a brief 
look at his hands and feet in an end 
sequence 20 years ago was all we had 


The most we've ever seen of Mario and Luigi's parents - just some hands and feet. 


to show for him, and even that's now 
been erased. Two of Nintendo's 
biggest stars are functionally father- 
less, as the Mario Bros. - so long 
defined by their familial relationship 
to one another as brothers - have had 
no other family connections deemed 
important enough to be illustrated in 
over 30 years' worth of games. 


SAMUS ARAN 


BUT LET'S OFFER a free pass for 
that first one. Sure, there could have 
been a Mario game at some point that 
fleshed out the character of the Bros.' 
Dad, but those games have never been 
too story-driven - so it's a bit silly to 
have only seen his feet and hands, but 
it's forgivable. Let's now talk instead 
about a character who's absolutely 
defined by her lack of parents - the 
Metroid series' Samus Aran. 

Samus is a tough-as-nails interga- 
lactic bounty hunter who fearlessly 
ventures deep inside twisted laby- 
rinths full of alien enemies, then 
blasts them to space dust with the 
help of her armed-to-the-teeth Power 
Suit. Both of those defining aspects of 
her character - her suit, and her 
steadfast determination in completing 
her missions — were bestowed upon 
her by the Chozo, a race of bird-like 
aliens who raised her as one of their 
own. The reason they had to take her 
in in the first place, though, was that 
she'd been orphaned in a Space Pirate 
attack. 

The same group of extraterrestrial 
outlaws that would go on to become 
her primary target as an adult 
descended upon the space colony 
where she lived as a child, killing 
everyone in sight - Samus' mother 
and father included. Samus was the 
only survivor, and the event was the 
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the defining moment that drove her to 
become the woman she is today. 

The games never get into that, 
though. You have to venture out into 
other media to read that story, as it 
was told in a manga released only in 
Japan. There, her parents were named 
as Rodney and Virginia, and Rodney 
selflessly sacrificed himself to try to 
foil the pirates' raid on the colony. If 
that is indeed the canon story for who 
Samus' father was and the circum- 
stances surrounding his death, the 
games should put more emphasis on it 
— it would help to establish Samus' 
identity more than the weepy mono- 
logues and odd interactions with 
military officials like Adam Malkovich 
that we got in the most recent Metroid 
game. 

As it stands, our only in-game 
glimpse of Samus' father comes to us, 
again, from an end-game credits 
sequence - Metroid Fusion presented 
a single panel of artwork that seemed 
to depict the Space Pirate attack from 
her youth, and her father's sacrifice as 
a part of it. (With his back turned to 
us, of course.) 


The selfless sacrifice of Rodney Aran. 
(We assume. The game doesn't clarify.) 


NEXT UP IS Red, the original 
Pokémon Trainer from the series' first 
installments (though the fatherless- 
ness applies to many of the franchise's 
protagonists that came afterward 
too). In this case, we don't even get 
the benefit of a brief glimpse of dear 
old Dad in a credits sequence. He 
simply doesn't exist. He's never refer- 
enced. Even though the fact that Red 
lives with a lone mother at home 
makes the implication that, some- 
where out there, there should be a 
Dad for this 10-year-old kid who's 
setting out on a monster-catching 
quest, all alone. 

If ever there were a video game 
scenario that should prompt the 
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appearance of a father to offer some 
words of wisdom, it would be a kid 
who's still three years shy of being a 
eenager deciding to set off on a 
journey around the world to try to 
capture the most dangerous beasts he 
can find. And yet, he's a no-show. 

When you limit your scope to just 
hose first Game Boy games, it doesn't 
seem terribly odd - the Dad just isn't a 
actor in the story. OK, sure. But 
what's made the fatherlessness of the 
Pokémon Trainer so glaring of an issue 
for nearly two decades now has been 
Red's animated alter ego, Ash 
Ketchum. 

The Pokémon cartoon show has 
been on the air since the '90s, and in 
all that time it's only followed the 
adventures of one main character - 
Ash, based on the very first protago- 
nist from Pokémon's Red and Blue 
versions. And it's profoundly weird 
that, after literally hundreds of 
episodes and myriad life achievements 
for this kid who "wants to be the very 
best," not one single segment has 
tried to address the question of who 
his father is, or where he is, or why he 
can't bother to show up to cheer for 
his son when he's competing in the 
most prestigious Pokémon tourna- 
ments in the world. 

A few years ago, an artist named 
Maré Odomo chronicled this missing 
piece of Ash's life in a short, melan- 
cholic comic strip series called 
"Letters to an Absent Father." Maré's 
vision of an Ash who desperately 
seeks connection with his missing Dad 
is incredibly on point, in my opinion. 


CAPTAIN OLIMAR 


BUT WHAT ABOUT looking at things 
from the other side of the coin? 
Pokémon is a series depicting kids 
with absent fathers, but Pikmin is a 
series depicting an absent father 
who's missing his kids. 

Captain Olimar is a family man, but 
his employment at intergalactic 
shipping company Hocotate Freight 
takes him light years away from home, 


22 Days Since Impact 

I wonder if I shall ever be 
able to escape from this 
world, How much suffering 
must I endure before I can 
finally see my family back 
home again? Still.. When my 
heart grows too heavy, I take 
comfort in my efforts, I will get 

У + home..or I will expire trying, 


In one of his end-of-day journal entries 
in 20075 Pikmin, Olimar laments that 
he may never see his family again... 


The first family member introduced for 
Link in the Zelda series was Link’s uncle in 


1992’s A Link to the Past. Whi 
appears as if our hero will have a father 
figure to guide him on his quest, the 
unnamed uncle is instead killed within 
the first five minutes of the adventure. 


often for extended periods of time. In 
the original Pikmin, his ship crash- 
lands on a strange alien world, and 
he’s only got 30 days’ worth of life 
support in his spacesuit before he'll 
succumb to the poisonous native 
atmosphere. 

Kind of grim, don't you think? The 
Pikmin games walk a thin line between 
lightheartedness and horror, as you 
get to enjoy the antics of these cute, 
colorful little plant creatures — until 
they're devoured by the dozens in 
front of you and make the most pitiful 
death sounds imaginable. 

The main plot is much the same, as 
on the one hand it's a happy adven- 
ture of a spaceman working to rebuild 
his broken vessel. But on the other, if 


- . апа indeed, if you fail to repair his 
damaged ship in time, the game's bad 
ending illustrates that very fear. 


it briefly 


he fails at that mission, the game 
comes to an end with the player 
knowing that a wife has just lost her 
husband, and two kids will never see 
their Dad again. 

My Dad was never one to take long 
trips for work - I can't imagine the 
fear of seeing a father head out the 
door to travel somewhere far away, 
and the worry that he might not make 
it back safely. 

| haven't even gone to E3 in person 
since my first son was born. I’m not 
sure how I'd deal with the distance. 


NESS' FATHER IS a phone. Seriously, 
that's how he's depicted. When the 
credits roll at the end of a successful 
playthrough of the SNES classic 
EarthBound, it's the tiny little graphic 
of a telephone that represents his role 
in the adventure - because you never 
see him. You only ever call him on the 
phone. 

Now, admittedly, this is the first 
case I’ve presented where the Dad is 
alive and actively communicates with 


Link, vou can do it! 
Save the:Brincess.. 
Peldaris-yourz 


our hero. Ness calls him to save the 
game, and he's also in charge of 
depositing the money Ness earns in 
battle into a bank account for his son 
to access. So he even has some 
gameplay functionality! 

Shigesato Itoi, the creator of the 
EarthBound/Mother series, apparently 
represented Ness' Dad in this way out 
of some sense of personal guilt. He 
felt bad for being away from his own 
family, working long hours and only 
ever feeling like he was accessible to 
his kids by telephone - so he passed 
on that characterization of a remote 
father to all of us, by way of the game. 


the phone. 


*Hello, it's your dad. 
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ALLOW ME JUST one more example 
of paternal absence, and then I 
promise we'll turn the corner and 
brighten up all this doom and gloom. 
Link is last. 

Of course, there have been a lot of 
Links. Young, Old. Teen and Toon. But 
whereas Nintendo's recast the Hero of 
Hyrule several times as a different 
individual (who just happens to have 
the same as a lot of other green- 
garbed warriors), none of Link's many 
iterations has had a Dad on the scene. 

Some got close. In A Link to the 
Past, we met Link's Uncle - though 
only briefly. He leaves his nephew 
alone to walk out into the middle of a 
typhoon in an attempt to reach Hyrule 
Castle and save Princess Zelda, but 
he's nearly instantly mortally 
wounded. Link happens upon him 
minutes later and receives his call to 
action - as well as his first sword and 
shield – but then the uncle's role in 
the story is over. 

Years later, grandparents would 
step in for our hero. A grandmother 


kept hot soup cooking on the fire to 
give him a home and sense of family 
to return to as needed in 2003's The 
Wind Waker, while 2006's The Minish 
Cap introduced a grandfather who 
worked as a blacksmith and supported 
Link's quest all the way through. 

Still, though, never a Dad. Not 
directly. Never a biological father. Are 
all of the different Links' parents 
supposed to be considered dead, or 
are they just off in some faraway 
kingdom somewhere, having just 
dropped off their kid with the nearest 
Kokiri tribe or Skyloft Knight 
Academy? There's an opportunity here 
to tell a richer story, and | hope that 
some Zelda game, some day, will 
choose to do so. 


FOX McCLOUD 


*YOU'RE BECOMING MORE like 
your father, Fox," says his wingman 
Peppy Hare, as the ace Arwing pilot 


s, 
1 


progresses through the missions of 
1997's Star Fox 64. And Peppy should 
know what he's talking about, since he 
once flew as a wingman for Fox's Dad, 
James, too — until the day he was 
betrayed by Pigma Dengar and sup- 
posedly killed in action. 

But I said we were done with the 
doom and gloom, and | meant it. 
(James may or may not even be dead, 
as he pops up a time or two in the 
series' various games and often 
appears to be alive and well.) No, | 
want to focus on Peppy here. 

He's the stand-in Dad. The father 
figure. That voice of wisdom and 
encouragement that Fox needs in his 
life, and would normally come from 
James – but because James can't be 
there for his son, Peppy steps in and 
treats him like Fox is his own boy. 

It's true that many of Nintendo's 
heroes аге fatherless. I’ve just gone 
down the list providing examples, and 
there are several others | could add. 
But while biological Dads aren’t often 
a part of these characters’ lives, many 
of them do benefit from the sage 
presence of father figures who appear 
on the scene to pick up the slack. 

And my favorite father figure by far 
is Professor Hershel Layton. 


Ч 
o. 
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Biological Dads may be missing in action for many of 
Nintendo’s heroes, but, frequently, father figures are there 
to step in and take up that dropped responsibility. 


LUKE TRITON 


THOUGH PROFESSOR LAYTON’S 
young apprentice Luke Triton does 
have a father (Clark, who plays a role 
in the story of two Layton games), it's 
his relationship with Hershel that is 
the best depiction of a father/son 
dynamic you could hope to see in any 
Nintendo games. Here is a young man 
who has absolute respect for his 
mentor. He wants to be just like him, 
and he follows after him on all of his 
adventures, learning the ways of 
solving puzzles, unraveling mysteries 
and behaving like a proper gentleman. 
And Layton is never annoyed by his 
presence - he fully accepts Luke's 
apprenticeship and the two forge an 
unbreakable bond of trust. I love the 
gameplay of the Layton titles, cer- 
tainly. But it's the father figure 
dynamic that keeps me coming back. 
That dynamic may be something 
that some of you need in your lives. I 
hope and pray that you've got a Dad 
you can turn to. But if he's gone, look 
for another man to step in and fill that 
role for you. There will be good men 
who are ready and willing to do just 
that - and when you find one, you 
won't have to be stuck asking "where 
have all the fathers gone?" any more. 


СОМІСВКЕАК 


RED SNAPPER! 


PWEES?/ 
LL GIVE YOU 
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ARR! AND A FINE 
> ONE INDEED! 


BYISABELMARKS -TOSEE MORE OF ISABELSWORK, VISIT NDUNLIMITEDCOM 
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Against their better judgment, Nintendo Force presents to you... 
A Comic about Father's Day, and Grid-Based Combat, by Charles Work, of PPL-Comics.com 


Father, why must it come to this? 
Why must you stand against our 
cause? 


Though it pains me, my duty as a knight 
outweighs my paternal responsibilities. 
Also, you should know, axes always beat 
lances. Your nimble spear can never 
outmaneuver my outrageously massive 
battle axe. Don't question it. It's science. 


Um... Sir? | don't want to interrupt your confronta- 
tion with your father, but | am ACTIVELY ON FIRE! 


Umm... Yes. | try not to think 
about it. It's... um... It’s a knight 
В thing. You wouldn't get it. SS 
Even though the king you Serve Sooo... Anyhoo... I'm afraid we're D RAG O N S | | | 
died seven years ago, and you've You guys! ... 


i i going to have to fight to the and | can't remember if dra 
с gon breath counts as M. Attack ог P. Attack! 
Bean saning 2 golem conjured death now. You can have the first 
by the mad wizard Gharngrel? 


т + 
7% 1 \ 
guess it's unavoidable, №№ д tie? Wait, is this a Jerry Garcia “ А 


А 
then... but first, | got you limited edition tie made from real silk? Am I going to DIE? 
something for Father's 


Wow! 


Ah, forget this battle. Let's go get зи] 
some gelato! 


BYCHARLESWORK - TOSEEMORE OF CHARLES WORK, VISIT PPL-COMICSCOM 


‚ Day. 
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МО STRATEGY FOR FATHERHOOD 


NOIRE! THAT'S NOT 
HOW WE SOCIALIZE 


P WITH OUR COMRADES! 
LOOKS LIKE I FINALLY V 


LURED YOU INTO MY 
PITFALL TRAP, 
FATHER! 


OME 
HELI 


1 : 
5 BODY 
р! „АА 
A - 
ка | ( 
FATHER!! ГМ 50 SORRY! I'LL GO GET 


MORGAN! HOW MANY TIMES MOTHER AND SEE IF SHE KNOWS ANY J 
РО | HAVE ТО TELL YOU, Г CURSES TO HELP WITH THE PAIN. 


BASHING YOUR HEAD IN 
WON'T GET YOUR MEMORIES 


WELL, ROBIN, NOW THAT 
WE ВОТН HAVE FAMILIES, 
HOW НАБ ЕАТНЕВНООР ВЕЕМ 
TREATING YOU 50 FAR? 


TO TELL YOU THE TRUTH, 
CHROM, IT'S EASILY THE 
BEST THING THAT EVER 


BY GABRIELTELLEZ -TO SEE MORE OF GABRIEL'S WORK, VISIT QUETZALCOATL2KDEVIANTART.COM 
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BAD DADS 


They're not poor parents - they're just trying to raise their 


kids right (by teaching them how to be evil). 


DRACULA & ALUCARD DARTH VADER & 
Oh sure, they'll have their disagreements later in LU KE S KYWALKE R 


. . , 
their un-life — what son doesn t get so mad that hs It's no bad thing to want your son to follow in your 
feels like he wants to kill his Dad at some point? footsteps and join you in the family business, right? 


But you know Dracula's really got to love the little He justs wants his boy to look on the bright side of 
scamp. He named him after himself, after all. the Darl Side: 


A... Мі2-се-А-вус... 
Vive... Or... Ote- KRITI 


ARTFROMTHE BOOK “DARTH VADERAND SON" BY JEFFREY BROWN 


ор уц 
CREATIONS 
You can call them robots if you 
like, but Albert simply thinks of 
them as his boys - no matter if he 
built them with his own two hands 
or put in the hard work of repro- 
gramming their cute little cyber- 
netic brains after "borrowing" 
them from some other scientist. 
He even encourages their mascu- 
linity, by putting "Man" right 
there in their names for them! 
And if they don't get one of those 
names? He gives them other great 
gifts, like their very own attack 
dogs or killer beam sabers. 


Golly, thanks Dad! 


FEATURES 


BOWSER & BOWSER JR. 


Finally, who can fault a guy with eight kids from 
having a favorite son? Sure, the others sometimes 
get ignored, but they have each other to spend time 
with. Junior is a special boy who needs special 

attention from Papa Koopa. 
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This is but one of the 
legends of which 

the people 

speah... 


there was once a beautiful maioen 
who lived on che island ор oucsec... 


..Nho was che viccim 
ора серрјоје curse! | 


A monstrous foot 

attached the maiden, 
leaving her with terrible 

| corns and bunions on her feet! 


D 
d 


= м“. 
4.97: 


Grandma, I’m not 
rubbing your feet. 


But it’s your W | “А 
DESTINY! “= g 


Fortunately, а brave young hero 
arrived to rescue the fair damsel! 


BY ROBERTHUGHES 
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If you work in the video game industry in any capacity, you inevitably get the same question time 
and time again: "So, what's your favorite video game?" Hearing that asked over and over could be 
tiring for some, but I’m always happy to answer, quickly saying that it's Dr. Mario. Not because it’s 
the world's best puzzler, or | have some deep appreciation for its gameplay design - it's my favorite 
because l've been playing it with my Dad for nearly a quarter-century now. We have a running 
rivalry that spans the decades, with each new showdown being triggered by Dad's simple question, 
any time I’m home for a visit: “Ready for a D. M.C.?" (That's a Dr. Mario Challenge, you know.) 
And, bless him, he still tries. Sometimes he even wins! (After l've given him an advantage of four 

D ји 2 rad or five virus levels, that is.) Regardless of who comes out on top in each best-three-out-of-five 

| challenge, though, we always both share іп the merriment of an excessively goofy victory dance. 

Oh, and don't worry about me getting too full of myself over my epic win streak. l've got two sons 
of my own, remember, and | plan to raise them both to be able to shame me into needing to lower 
my own virus level to be able to keep up. - LUCAS 
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EXE ШЕШ 
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mM FIRST APPEARANCE 
Bowser’s kids love to make their “King Dad” happy SUPER MARIO BROS. 3 (1990) 


— by making Mario and Luigi's lives more miserable. 


| 
| 
| 
| 
| 


But they rebound again, thanks to the New Super 


Make their debut They rebound from their Mario Bros series = and 
by conquering first loss and help their they've stayed active 
seven kingdoms Dad take over Dinosaur ауе ее 


at the same time, Land, where they each 

turning seven get their own castle 
kings into animals 
in the process 


Mario and Luigi 
stomp them all, 
reclaim the magic 


Mario and Luigi 


wands they stole stomp them all 
and use them to again, then blow The gang endures a lengthy drought of making 
turn the kings up their castles no more major appearances for roughly a decade, 


back to normal during which time they get replaced by Bowser Jr. “SS 


Е Defeat the Koopaling before р 
the number reaches zero! 


OBO 


| 
| 
| 
| 


ПШ 


|50255 SUE [ | And so we arrive at present day, where Mario 


This is the moment when Larry, Morton, Wendy, Kart 8 is going on sale around the globe and the 

It was a truly shocking moment for Mario Iggy, Roy, Lemmy and Ludwig truly reclaimed Koopalings have been revealed to be making 

series fans when the Koopalings showed up their rightful place in the spotlight, as they were their playable kart-racing debut! It's the most 

near the very end of this RPG adventure, as once again restored to starring status in a major moment of recognition for the seven yet, 

Boss battle variety was not a strong suit o they hadn't been seen in a new game for major new Mario series sequel. What's more, as it's the first time they've ever appeared in a 
1985's original Super Mario Bros. - every four several years before this — and just one year they appeared alongside Bowser Jr. — it was the key Mario series spin-off — all of previous Karts, 
levels, you'd simply face off against Bowser prior, Bowser Jr. had arrived in Super Mario first time that had happened, as prior titles had Golfs, Tennises and other sports games for the 
again, pelting him with fireballs or collapsing Sunshine and seemed to drive the final nail either the Koopalings or the more modern plumber and his pals have never acknowledged 

the bridge beneath his feet to defeat him. in the coffin of the gang of seven ever being mask-wearer, but never both at once. (That their existence. (Even the baseball and soccer 
(You'd face him a total of eight times, if you heard from again. It was one last incredibly makes sorting out their relationship with Junior games, which really needed more characters to 
never warped.) In 1990's epic sequel, though, nostalgic moment in a game that was even weirder, but who cares! The gang was all fill out their larger rosters.) Kart fans who were 
Bowser introduced his seven kids, several of packed full of them — and an important one, back together again.) Each of the seven once speculating over what newcomers might show 

which fought our heroes in a unique way as this cameo helped bring them back from again lorded over a castle, and they actually up in 8 were shocked when all of these kooky 

(while Bowser himself waited for the finale). the brink of being totally forgotten. each fought in two battles apiece this time. kids were confirmed at once. It's about time! 


TV STARS == чш $. \ €—3 Iggy Koopa 
The Koopalings appeared as regular . 
Saturday morning antagonists for -- 1етту Коора 


Mario in the early 90s, though their 
names were all different in the 
cartoons - there, they were 
called Cheatsy, Big Mouth, 


Kootie Pie, Bully, Kooky and the twins, T "We just love 


Hip and Hop. Can you guess which 
11°? 


alternate names went with each kid? e 
being mean! 


Wendy 0. Koopa 


Morton 
Koopa, Jr. 


Roy Koopa 


Ludwig von Koopa Larry Koopa 


NAMES OF FAME 


At first glance, there doesn't seem to be 


These are Bowser's kids!! 


ARRY KOOPA * У C much rhyme or reason to why the Koopa 

= М es zr 27,4 Kids have the names they do - but it turns 

in 4) 1 % — 5 Б 2 out that each one of the seven is named іп 
unfolds, For b ) pud NOSE а; honor of a famous musician. Ludwig is the 
games, this Y o _ easiest one to place, having been named 


after classical composter Ludwig van 
Beethoven. Iggy's also an uncommon name, 
В making the connection to punk rocker Iggy 
PE ANO Pop easier to see. For the others, the honors 
7 № Р [ ЮРА fall to Wendy О. Williams of The Plasmatics, 
|е 31 <> rockabilly legend Roy Orbison, Lemmy 
Е Kilmister of Motórhead, Larry Mullen, Jr. of 
"d U2 and singer/songwriter Morton Downey, Jr. 
So two Juniors as inspiration - though only 
Morton carried that piece of the name over. 
(Which has made some argue that Bowser's 
real name must actually be Morton.) 


THE FAILED RETCON OF BOWSER'S FATHERHOOD 


Every once in a while, one of the world's most popular creators of pop culture will come out and say something entirely stupid about work 
they released for public consumption decades earlier (think George Lucas and his ridiculous "Greedo shot first" stance these days). 


Shigeru Miyamoto, it seems, is not immune to these gaffes, as in a Game Informer interview just two years ago, he made the claim that 
"our current story is that the seven Koopalings are not Bowser's children. Bowser's only child is Bowser Jr., and we do not know who the 
mother is." Nice try, Shiggy. But the Koopalings' status as Bowser's kids were shouted from the rooftops with their introduction in Super 
Mario Bros. 3 - it was a huge part of the marketing of the game. Then they carried on in that role for years, even reinforcing in every 
single episode of the Mario cartoon shows that Bowser was "King Dad." So sorry, Shiggy. Them being unrelated will never fly. 


IT'S NEW TO МЕ! 
TECMO BOWL 


This time around, we let Teagan's Dad pick one of his own childhood 
favorites for his son to т and then play it with him, of course. 


an amazing example of how a single strategy of play can be 
absolutely dominant — and how a game can still be super fun, 
even when it's totally one-sided. Modern day games are con- 
cerned with balancing various aspects to make sure every- 
thing is fair, but is that idea all it's cracked up to be? Because 
in Tecmo Bowl, he who plays as Los Angeles wins. 

Sitting down to play this game with my Dad is one of the 
most fun gaming experiences I’ve ever had, and not because | 
had any measure of success. Something about the occasional 
capital-lettered "TOUCHDOWN!" invigorated me and kept me 
coming back for more, however rare it may have been for my 
team to have actually been the ones to see it. This desire for 
victory with such a seemingly weak incentive was fueled by 
the competition between me and my Dad and drove us to 
play game after game! 

Playing this game with my Dad also uncovered something 
else for me: respect. The skill with which he plays Tecmo Bowl 
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is well beyond any level of ability | could boast about, 
reminding me of the existence of the days when there 
weren't innumerable video games and genres to choose 
from. The years he spent playing this same game over and 
over again – watching that same black jersey outrunning 
everyone else - gave him an ingrained, in-depth knowledge 
that crushed me on drive after drive today, decades later. 

Tecmo Bowl starts up with two simple questions: how 
many are playing, and what's your favorite team? Then 
there's a kickoff and the game is on! You simply choose to 
pass or run from a uniform group of selections, then take 
control of the the key player in the play you picked. 

Passing is a gamble, because interceptions abound – and 
those are quite easy for the defense to accomplish. Yet, if 
done right, pass plays gain a large amount of yardage. 
Running plays are more reliable, but moving down the field 
by avoiding the defenders is a true challenge. 

In my first game, my Dad quickly picked Los Angeles. 
Unbeknownst to me, this decision ended my game before it 
even started. The kickoff wasn't bad - | caught the ball and 
ran for 20 yards or so. Once I got the chance to pick my first 
play, | went for a pass to try for a big gain. As | was still trying 
to figure which button passes, my Dad moved into position — 
50 as soon as | actually passed, he intercepted it, dodged my 
weak attempt to tackle him and ran the length of the field for 
a touchdown. 

Next, he kicked off to me again - and he quickly controlled 
my attempts to run the ball, forcing a turnover. 

Los Angeles simply has one dominant player: Bo Jackson. 
With every possession, my Dad took the ball, handed it off to 
Bo and had him immediately run for a touchdown. On the 
defensive side, he continued to intercept my passes and force 
turnovers. He returned punts for points and crushed me in 
every way possible. 

We played several more games of that, but the results 
never varied. The only reward | earned from my hours of play 
was a thorough thrashing – though | did walk away with some 
interesting questions. 

One: Is it worth the trade-off to develop true skill in a 
single, specific video game when the time it takes to get that 
good could have been used to play a multitude of other, more 
shallow games just for fun? 

Two: Can a one-sided game with a lone, dominant, unop- 
posed strategy still be fun to play? 

| think Tecmo Bowl answers "yes" to that second question 
at least, as | had a blast even when I was on the receiving end 
of an unstoppable beatdown. I'll concede that my Dad has 
true skill at this game. 

But, just to be sure, I'm picking Los Angeles next time! 


- TEAGAN 
LI | 
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NES, 1989 
TECMO 


DAD’S 
MEMORIES 


My Dad first introduced me to 
video games when | was two or 
three years old, with a Nintendo 64 
— but over the years he’s told me of 
his many adventures as a kid when 
he played his NES for hours. His 
favorite games included Super 
Mario Bros., Street Fighter |, 
Tecmo Bowl, Punch-Out!!, 
Asteroids, The Legend of Zelda 
and Nobunaga’s Ambition. 


He's often recited tales of 
becoming trapped in the hidden 
Mario Bros. Water World he discov- 
ered by accident, Tecmo Bowl tour- 
naments between his friends 
(where the only rule was no one 
could pick Los Angeles), destroying 
all his friends in Street Fighter 11 
with Chun-Li and playing 
Nobunaga's Ambition by building 
up his forces needlessly to crush 
his final foe - and then seeing his 
character die of old age, having 
never actually beaten the game. 


Undoubtedly my favorite story is of 
when he would take one quarter to 
the local arcade to play Asteroids. 
He'd score high enough to get so 
many extra lives that he could 
leave and go home to eat lunch, 
then come back and continue the 
same game because it would still 
be running when he got back. 


Thank you, Dad, for teaching how 

to enjoy whatever I'm doing, and 

especially for buying me my first 
Legend of Zelda! 
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Professor Nesters 
FATHER'S DAY 
LECTURE 


PICKS FOR PAPA 


In this issue, versatile NP mascot Nester was not 
only pulling double duty between his comic and 
the Nester Awards, but triple duty with a special 
guide to Father’s Day gift-giving. Citing studies 
which showed that 97% of kids get their fathers 
neckties for Father’s Day and only .0023% of Dads 
actually want such a gift (one Dad in the entire 
country wanted а bow tie, it's noted), Professor 
Nester offered his advice to get Dads what they 
really wanted for Father's Day: video games for 
the NES! (Did you really think it would be 
anything else?) 


Ah. just what I 
wanted 


RETRO 


WARP ZONE 


What Nintendo Power was writing about way back when. 


THE COVER OF Nintendo Power's sixth issue was 
a real eye-grabber, thanks to the presence of the 
Teenage Mutant Ninja Turtles, who were red hot at 
the time with a hit cartoon show, action figure line, 
and, of course, their first video game. The cover 
story was a whopping 10 pages long and featured 
numerous maps and tips along with original 
artwork to cover the first three levels of the game. 

The other big story in this issue was the first 
annual Nintendo Power "Nester" Awards. unlike 
today, there was only one console to cover, making 
things simpler. Castlevania ІІ: Simon's Quest took 
home Best Graphics & Sound, while The Legend of 
Zelda was awarded the honor for Best Challenge 
and Blades of Steel took the Nester for Best Player 
vs. Player. Super Mario Bros. 2 cleaned up with Best 
Theme & Fun, Best Play Control, and Best Ending, 
while newcomer Zelda 11: The Adventure of Link 
rounded things out with Link being declared the 
Best Character and the game itself as the Best 
Overall. And to think that people consider these two 
sequels "black sheep" today! 

Moving forward, six pages were dedicated to 
Konami's beat 'em up/driving/Zapper hybrid game 
The Adventures of Bayou Billy, while coverage of 
Cobra Triangle's mix of speedboat racing, obstacle 
courses, and monster fighting earned four of its 
own. Popular demand saw space shooter Life Force 
receive not only three more pages of coverage, but 
also one side of the issue's poster for more maps. 


AN ARTIST IS BORN 


Remember Nintendo Power's "Ultimate Video 
Game" contest we mentioned three NF issues ago? 
This NP issue featured the winner, a lad of only 15 

by the name of Jeffrey Scott Campbell, though 
most people today shorten the first to simply "J." 

His entry, Lockarm, boasted numerous pages of 
art and involved story details, prompting NP to 
say "Scott's great imagination and superb artwork 
rank with the best efforts of professional design- 
ers. And who knows, at 15 years old, Scott may 
become just that." Prophetic words, as Campbell 
would later create comic books Gen? and Danger 
Girl, then work on such titles as Spider-Man and 
Justice League. Years later, for NP's 200th issue, 
he was asked back and designed a special poster 
featuring numerous Nintendo characters. 


The other side of the poster kicked off the 
previews by featuring a cartoony look at Dr. Wily's 
latest robot forces from Mega Man II, followed by 
four more pages of comical peeks at what was to 
come. Other titles glimpsed included Faxanadu, 
Fester's Quest, Clash at Demonhead, and a little- 
known Japanese role-playing game called Dragon 
Quest ... er, "Dragon Warrior" at the time. 

Howard would set right what Nester got wrong 
on the movie set of Ninja Gaiden before eight more 
pages would be dedicated to covering the game's 
many perils, and Nintendo's game counselors would 
help Power Players out with both Zelda games. 
Classified Information would help many a player out 
with its own secrets for Blaster Master, Metal Gear, 
Zelda ІІ, Super Mario Bros. 2, Ultima and yet more 
Ninja Gaiden. 

In the Top 30, both Zeldas ranked in the top 
three, sandwiching Super Mario Bros. 2. Video 
Shorts looked at such upcoming titles as Fist of the 
North Star and Bugs Bunny's Crazy Castle. NES 
Journal debuted the "World of Nintendo" store- 
within-a-store, previewed Tim Burton's Batman and 
talked to 21 Jump Street star Holly Robinson about 
Gumshoe on the NES. 

Wrapping up the issue, Pak Watch gave us our 
first look at a little something called the "Game 
Boy" and revealed that there would be a third Mario 
game where Mario uses a raccoon tail as a propel- 
ler to fly. "Trust us," they said. - DAVID 
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PERIPHERAL VISION 


GAME BOY PLAYER 


Game Boy Advance games have returned to TV screens thanks to Wii U's 
Virtual Console — but it's not the first time GBA titles have gone big. 


SINCE THE DAWN of time, mankind has faced 
several eternal struggles: how to tame fire, how to 
outrun a velociraptor and, perhaps most important 
of all, how to play handheld games on a television. 
Over the years, several solutions have come to 
fruition, but as portable games became more 
complex, so too did the process of displaying them 
on the big screen. Nintendo answered this call more 
than once, and while the Game Boy Player may not 
have been their most ambitious attempt, it certainly 
was an impressive achievement. 

Adding an extra inch to the GameCube's already 
considerable height, the Game Boy Player was a 
black plastic base that attached to the bottom of 
everyone's favorite purple lunchbox – and with a 
quick spin of its boot disc, it gave gamers the chance 
to play Game Boy, Game Boy Color and Game Boy 
Advance games on their TV screens. With 20 differ- 
ent visual borders to choose from, screen size/filter 
options, button customization, a timer and a handy 
cart change function, the flattest Nintendo accessory 
since the SNES Mouse Pad was quite a tour de force 
of options. However, for all its successes, there were 
a few fatal flaws. 

First up were the visuals. Even with the strongest 
filter applied, the games often looked less sharp than 
they could have. Originally, developers employed 
several graphical tricks in order to make their games 
look good on the GBA's non-backlit, oddly shaped 
screen, and as a result, outputting said games on any 
other display often results in a less-than-stellar 
visual experience unless some extra care is given to 
the emulation process. (We're looking at you, 3DS 
Ambassador games.) It came close, but the Player 
just missed the mark. 

Another major drawback was the GameCube's 
controller, and its surprising ineptitude in relation to 
its D-Pad. While arguably one of the most ergonomi- 
cally joyous devices ever conceived, when it came to 
playing 2D action games (which comprise a large 
part of the GBA library), its D-Pad just didn't hold up. 
It's actually the exact same D-Pad used on the first 
model GBA, and while it worked okay there, it feels 
woefully inadequate here, particularly when playing 
more demanding games like Street Fighter or Mega 
Man. 

It wasn't all bad news, though. Since the Game 
Boy Player emulated the GBA, you had the option of 
using several different color palettes when firing up 
original Game Boy games. Plus, since the Game Boy's 
library was so diverse, it afforded an opportunity for 
some wacky gameplay experiences unique to the 
device. 

For the gamer with way too much space, time, 
and money on your hands, you could create what 
was possibly the most absurd multiplayer setup in 
the history of the universe. All you needed was five 
televisions, five GameCubes, four Game Boy Players, 
four GameCube/Game Boy Advance Link Cables and a 


copy of The Legend of Zelda: Four Swords Adventures. 


Instead of the secondary screens being tiny GBAs, 
everyone got their own second TV! Even better 
though was the selection of motion-controlled 
games. Thanks to the boot disc only spinning when 
the system is initially turned on, you could safely pick 
up the Cube and rotate it around without doing any 
damage. This meant you could play games like Wario 
Ware: Twisted!, Yoshi Topsy-Turvy and Kirby Tilt ’n’ 
Tumble by grabbing your GameCube by the handle 
and rotating the entire console to control the games. 
Simply place your controller on the floor, tap the 
buttons with your feet, watch out for all the wires 
sticking out of the console, then you were ready 

for a one-of-a-kind gaming experience 
that, like the Player itself, 

you'd never forget! 
- KRIS 


VS. Wii U VC 


GBA games are now on Wii U Virtual Console, 
but are they better there than on the Game 
Boy Player? Right off the bat, the Wii U is tech- 
nically superior in nearly every way. Graphics 
are bright and crisp, and in lieu of basic filters, 
you have options like screen smoothing and 
pixel-perfect mode (which retains the original 
aspect ratio with striking precision). In the 
controls department, both offer the same level 
of button configuration, but with the Wii U Pro 
Controller and GamePad readily available, Wii 
U has the advantage again. Throw in VC 
staples like Off-TV Play and Restore Points and 
you might think we have a clear winner. 
However, where the Game Boy Player will 
always have the upper hand is the game 
library. Due to the nature of the Virtual 
Console, it's likely that many third-party games 
will never be ported to the service, especially 
licensing nightmares like Astro Boy: Omega 
Factor and oddball gems like Ninja Five-O. Add 
to that the entire GB and GBC libraries are cur- 
rently absent in the Wii U eShop, and the 
scales start to look pretty even. This 

bout is too close to call! 
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RETRO DIVERSITY 


Hyperkin's marketing this console as the RetroN 5, but it 
actually fills the role of 10 platforms across all three major 
regions. Just look at this sampling of supported software - 

from top to bottom, there's Power Blazer for Famicom, 

Castlevania ІІ for Game Boy, Golden Axe III for European 
Mega Drive, Donkey Kong Country 2 for SNES and Rhythm 

Tengoku on Japanese GBA. Talk about variety! 


HANDS-ON PLAYTEST 


RETRO 


THE RETRON 5 


Hyperkin's latest console breathes new life into old games. 


THE SHARP RISE in popularity of retro gaming 
has led to an increased number of clone consoles – 
new, typically unlicensed machines that play 
software from one or more older platforms — 
hitting the market. One particular clone that has 
drawn an unusually large amount of attention in 
recent months is Hyperkin's RetroN 5, which goes 
on sale on June 6 for $139.99. Intrigued by the 
hype surrounding the device, | contacted Hyperkin 
about giving the final retail unit a test drive. 

Whereas many clones are criticized for being 
ow quality and having playback issues, the RetroN 
5 puts them to shame. Its major selling point is the 
sheer number of consoles it emulates: NES, 
Famicom, SNES, Super Famicom, Genesis, Mega 
Drive, Game Boy, Game Boy Color, Game Boy 
Advance and (with Sega's Power Base Converter 
peripheral inserted in the Genesis slot) the Sega 
Master System. 

The other big feature is that it outputs at 720p 
over HDMI, addressing the longstanding problem 
of old consoles looking muddy when displayed on 
an HDTV. 

Included is a single Bluetooth controller ($39.99 
separately) that sports extra shortcut buttons for 
screen capturing, creating save states or other 
mappable functions. Instead of a D-Pad, however, 
it uses a thumbstick akin to the one on the Neo 
Geo Pocket – Hyperkin Product Developer Chris 
Gallizzi explained to me that this design decision 
came about purely because the team are huge Neo 
Geo fans. Traditionalists can plug regular NES, 
SNES or Genesis controllers into ports on either 
side of the machine; best of all, every button can 
be remapped and the controllers can be used with 
any game regardless of its console of origin! 

Powering on the RetroN 5 takes you to a main 
menu where you can tweak system settings, from 
resizing the screen to choosing to save your games 


to an SD card or on-board memory. Upon inserting 
a game, it's temporarily loaded into memory, 
granting access to a cheat database as well as 
allowing the CPU to perform any setting adjust- 
ments. There is a loading period of several seconds 
- the duration varies depending on the cartridge 
size — but Gallizzi assures that current firmware 
allows you to start playing while the remainder of 
the game loads. Any future firmware updates can 
be downloaded from Hyperkin's site and installed 
onto the RetroN 5 via SD card. 

If backup data is stored on a cartridge's battery 
— А Link to the Past save files, for instance – the 
RetroN 5 stores it into its onboard memory so you 
can continue a game already in progress. Further- 
more, after removing the cartridge, the machine 
remembers where you left off and resumes from 
that point automatically upon reinsertion! And 
should you wish to play on a different console, you 
can copy any new save data back onto the car- 
tridge right from the game menu! 

I've not bumped into any compatibility issues 
during my hands-on - reproduction carts and 
homebrews run without issue, despite a warning 
screen that pops up stating they aren't technically 
recognized. Regarding picture quality, it's like 
playing HD remasters of all the classics! If you're 
feeling especially nostalgic, though, you can 
enable scanlines to simulate a CRT display. There 
are also several visual filters to smooth out rough 
pixels, but | prefer the au naturel look. 

More than the convenience of having one box 
that runs a region-free back catalog spanning 
multiple generations, the RetroN 5 brings classic 
gaming out of the spare room and back onto the 
biggest screen in the house. Any shortcomings are 
easily dismissed when measured against its ability 
to make your games look just as fresh and exciting 
as you remember them. - TONY 
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NF: What was the first video game 
you made, and what inspired you to 
make it? 

My first game was 
Mickey's Ultimate Challenge for the 
Super Nintendo, and it was also my 
first WayForward game. | was right out 
of CalArts and was anxious to prove I 
had Disney animation chops. Erin and 
| actually met at CalArts, and together 
we made Shantae and all of the other 
WayForward Game Boy era games in 
the years that followed. 


Does the whole Bozon family love 
video games? Do some love games 
more than others? If so, what games 
are some of the family members' 
favorites? 

Yes! As a family we play a lot of 
Animal Crossing, Mario Kart, Mario 
and Zelda games. At any time you 
might find Erin playing Zoo Keeper 
Battle, Luke with Rocket Slime or 
Luigi's Mansion, Brin playing Pokémon 
or Mario Kart. Symphony of the Night, 
Super Metroid, Shadow of the 
Colossus or Mega Man can always be 
heard throughout the house. Once the 
kids go to bed, Resident Evil 1 and 4 
come out to play. 


Matt, you and Wayforward have 
handled some huge licensed games 
in the past, ranging from Aliens to 
The Muppets to Batman to 
Transformers. What would teenage 
Matt have done differently than 
adult Matt with those properties? 

That would be the late 805, so 
it would have to be G1 Transformers 
based on the animated movie, since 
that's about the best thing ever. Can 
you imagine a Blaster Master or 
Metroid style game with Transformers 
transforming? Boy howdy! I'd also be 
pushing hard to make games based on 
Jayce and the Wheeled Warriors, 
Mighty Orbots and Bionic Six, no 
doubt about that. 


SHANTAE: 
„таг enough BRiskW!.. 


Back then | didn't know Batman like 
| do now. So I'd probably have him 
transforming into a bat and hanging 
out with Grant DaNasty. For the 
Muppets ... back then I was really 
pushing hard to get a Dark Crystal RTS 
made. I still want to amass an army of 
Skeksis and take down those juicy pod 
people. Maybe we could add Hoggle 
from David Bowie's Labyrinth as DLC 
via Friend Code? But no, Hoggle is 
Hoggle's friend. 


Luke and Brin, what would you have 
done differently with some of those 
properties if you ran WayForward? 

What ! would do? 1 
would stop making side-scrolling 
games and make free-roaming pixel 
games out of everything. Yeah sure, 
why not? 

I would stop making 
games and try to get Nintendo to 
make a real live theme park. 


What are the best and worst things 
about having a Dad who makes video 
games? 

It’s fun when people hear that 
my Dad makes video games. They 
always ask if he made something 
really popular. But a lot of the time it's 
one they've never heard of. 

Ha ha. 

You said to give an honest 
answer! 

You get to play everything 
before it comes out, and try a lot of 
cheats before the game is done. And 
you get to know all the Easter eggs. 
Yeah, totally. 

We're surrounded by systems 
and games all the time. Sometimes we 
get to go to game and anime conven- 
tions, which are super duper amazing! 


What are the best games for fathers 
and sons? How about fathers and 
daughters? 

Four Swords Adventures on 


GameCube! 

I'd say either Mario Kart or 
Pokémon. Animal Crossing GameCube 
also. We all play Pokémon together 
when a new one comes out. Charizard 
will forever be on my team! 


Matt, you and your wife created 
Shantae together. One might say that 
makes her the first child in your 
family. What has it been like to watch 
her enter the world and make a 
name for herself? 

That's true! Well, since she's 
fictional, that removes a lot of the 
pressure ... ha ha... Shantae has 
grown quite a lot in 20 or so years. 
She's gone from a single character to 
a whole supporting cast and world... 
now she's in the hands of multiple 
artists, each with their own take on 
her. She's very personal to us, but it's 
neat to see her as others see her. The 


Kickstarter fan art was eye-opening. 
So many people have expressed their 
talent through Shantae . . . not just 
drawings, but also music and song. It's 
really amazing! 


Shantae: Half-Genie Hero and 
Shantae and the Pirate's Curse look 
to be the best games in the series 
yet. How do they show how Shantae 
as a character, and as a series, has 
grown and changed over the years? 
Pirate's Curse directly connects 

to the previous games' storyline, with 
Shantae finally wising up a bit, now 
that her dreams of being a true genie 
are shattered. She seems a little older 
and more independent in this game. 
We want to bring that story to an epic 
conclusion, and then rediscover the 
innocence and whimsy of the original 
game again with Half-Genie Hero. 

On kind of a side note, I’ve noticed 


It's tragic! Our most valuable art 
pieces have gone MISSING! It's a 
only matter of time before the 

th succumb to video games... 


that we're repeating some of the 
growth patterns in my favorite 8- or 
16-bit era series like Castlevania, Mega 
Man, Zelda and Metroid with difficulty 
spiking, softening, moving to more 
general and then back to more "core," 
playing with the formula, etc. This isn't 
intentional at all! But as we've moved 
from a single game to an ongoing 
series, there has been a lot of discov- 
ery along the way. 


What are a couple of franchises that 
you'd like to see Wayforward take on 
next, and what would you do with 
them? 

As WayForward hits a quarter 
century of game development, I think 
we're able to take on some of the 
game industry's biggest IPs from the 
8- and 16-bit eras. There is a real risk 
that the magic of these games could 
be lost as they move further away 
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from their spark, but WayForward is 
still in touch with that... not because 
we're looking back and learning, but 
because we lived through that era and 
we can be in the right mental space at 
a moment's notice. I’m hoping that a 
Mega Man, Metroid or Castlevania is 
on the horizon. Put us in the game, 
coach, we're ready! 


Matt, how did becoming a Dad 
change the way you develop games? 
Having kids has made me more 
sensitive to when a game shuts a 
potential player out. For example, 
some games need the designer to 
serve as a generous host – often 
people just want an easy-going play 
space to interact with their favorite 
characters and make some memories 
together. Other games require a stiff 
challenge and some "happy frustra- 
tion" in order to validate a player's 
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victory over it. | try to remember who 
I'm serving. If a game is solely about 
winning, then there needs to be a 
whole lot of losing along the way. Even 
if they look identical on the surface, 
what works for some games is a bad 
fit for others. I'm not saying that easy 
games are for kids and hard games 
are for adults (often it's the opposite), 
but the label should match the 
contents. 


Luke and Brin, have you ever helped 
your Dad make games, or tried to 
influence the way your Dad makes 
games? And if so, did it work? 

Luke and | each made a level in 
Mighty Flip Champs! Sometimes my 
Dad will ask for story or creature 
ideas, or ask me to tally up the most 
popular update requests on Miiverse. 

They also help fund develop- 
ment. I get 1096 of their allowance. 
"Management cut," according to Unca 
Scrooge. I also eat their fries, which 
they never knew until now. 


Matt, if you could make a game that 
would influence the way your kids 
live their lives, what would that 
game be and what effect would it 
have on them? 

I've always tried to include a 
positive message in each Shantae 
game. The themes have been about 
putting your family first, admitting 
when you make mistakes, forgiving 
others or standing up for what's right, 
even when the outcome is unclear. I 
try to keep it simple. 


Finally, if each of you could have one 
superpower, what would it be? 

| want to be invisible, and 
summon Charizards and Yoshis on 
command so I can fly around on them. 

| would fire a mouth laser that 
creates checkpoints. | would also use 
Soul Steal on all the lamps at Target 
so | wouldn't have to eat ог get 
hungry. 

| would want the power to 
swim through dirt. 
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HEY WIINONA! 
WHAT YA PLAYINP IF THEY DON'T FIND ENOUGH FOOD. 


THE FRUIT IS TOO HUGE FOR THEM TO GET ALONE, SO THEY ENSLAVE SOMETIMES GIANT MONSTERS WITH HUGE 
CUTE ALIEN CARROT PEOPLE TO CARRY THE FRUIT FOR THEM, OR TO BUILD MOUTHS COME OUT OF NOWHERE AND 


xL | | AX EAT THEM ALIVE... It’s so FUN!! 
f dis... : 74 ( AN 
à. 1 |- f 
Е С ү 
EE -- гар шей ЕР» 


DADBYJONATHAN HOLMESAND MICHAELLAMBERT 


Их г # 


ғаға ҒА 
> % Жа 


Uu ОУ жағы 

Ap ff А 
Же 

РАР 


СОМІС ВВЕАК 


а 2 Way-Too-Sentimental Edition! 
My dad always supported те іп my interests. 
др may Sound weird now, but at the time it 
was Considered strange for a girl to play 
video games and draw particularly silly 
Cartoons. А lot of people told me to 
stop, but ту dad always said, ^ T here^s -6 
nothing wron д with you. If you want to = 
make funny Cartoons and play games, — 
then you can. You're not hurting anyone." “Әке! the Armadillo’ 


and 


“The Evil Shadow” 
Every Friday he would (drawn when JL was about 


let me and my brother rent ыы 

4 дате for the weekend. Не 

got 45 our Consoles, too. But at the 
same time he always tau ght us the 
importance of kindness and Charity. 

When І got older, he worked hard to put 
me throu gh animation school. When L 
sent him my new Cartoons, he always 


, 


“Acksell the Pan golin” 


+ and А saved them to his hard drive. And 
H ur the Beast" 
ү nam pe 271 whenever I got an art job, he would 


characters were first excitedly research my new employer. 
pitched to Lucas M. Thomas) А 4 J h y v Р oy 
He always told me how proud he was 


, 
а T of me. I'll never for get that. 


Dad. If i+ шегеп’+ 
for you, 174 have never 
become a charity 
artist, made a game or 
worked for МЕ Magazine. 
I've played a ton of 

J 2 "Pineapple the Sloth” 
games, but you ге still Kar 
The. greatest hero “Sty giti gris the End Boss” 

(current incarnations, 


I've ever known. baulin 9 their eyes out 


over this sappiness) 
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REVIEWS 


It’s finally here: 
the gravity-defying 
action of Mario Kart 8! 


Read our full review! 
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You're Driving Ме Up the Wall! 


IF THE MARIO KART games were a 
line of sports cars, each model would 
feature similar bodies but unique 
engines built from scratch. That's how 
sequels can feel so distinct under the 
hood, even though you're again com- 
peting in colorful combat races 
against a menagerie of Mario mascots. 
But with Mario Kart 8, Nintendo has 
finally made a concerted effort to 
build upon past successes by cherry- 
picking the choicest components of its 
predecessors, resulting in a new series 
watermark. 

Out the gate, this game is a graphi- 
cal showcase filled with rich detail, 
right down to birds that rest noncha- 
lantly in the middle of the track. 
Previous Karts just feel so barren and 
lifeless in comparison - the improve- 
ments are especially striking in the 
retro tracks, 16 overhauled classic 
courses that are nearly unrecogniz- 
able from their original forms. 

Course design is stronger than ever 
thanks to the new anti-gravity 
mechanic, making for some awe- 
inspiring set pieces - scaling a water- 
fall, avoiding highway traffic by 
clinging to the walls or looking 
overhead to see racers running along 
an inverted stretch of road. Along with 
the glider and underwater transfor- 
mations carried over from Mario Kart 
7, there's greater potential for variety 
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in a single track here 
than previous installments have had in 
an entire four-track cup. 

At the heart of the game is a 
renewed focus on balance. Issues that 
have plagued Karts past – "rubber 
band" AI, anyone? - have been elimi- 
nated, ensuring that victory is earned 
through skillful play rather than by 
exploiting a broken system. In particu- 
lar, the loss of momentum incurred 
from item damage has been mini- 
mized, while item spamming on higher 
engine classes has also been reduced. 
Even Lakitu is quicker to rescue 
wayward drivers, seemingly before 
you notice you've fallen out of bounds! 

Clearing any of the eight cups in 
each successive engine class unlocks 
new characters — including the fan- 
favorite Koopalings from Super Mario 
Bros. 3 - while collecting coins unlocks 
vehicle customization options that 
determine your ride's performance. 
Returning from Mario Kart Wii are 
bikes, which are no longer able to pop 
wheelies for an instant turbo boost in 
order to preserve competitive balance. 
There's also a third vehicle class, ATVs, 
that serve as a hybrid between karts 
and bikes – though sadly there аге 
only a few ATV models available. 

Balance extends into a comprehen- 
sive set of control schemes, from the 
Wii U Pro Controller to the Wii Remote 
* Nunchuk combo. You can quickly 
switch between traditional and motion 
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controls іп the pause 
menu - even the Wii Remote, which 
only allowed tilt steering in Mario Kart 
Wii, now offers the choice of using the 
D-Pad. GamePad users can make use 
of the second screen for Off-TV Play, 
or to display the track map. Curiously, 
there's no option to throw the map 
onto the main screen, putting non- 
GamePad players at a disadvantage. 
Up to four friends can again 
compete locally in Versus mode, which 
allows you to customize a set of exhi- 
bition races right down to which items 
— if any - you wish to play with, but 
new is the option to tackle the Grand 
Prix as a four-man squad. The game 
maintains a fluid 60 frames per 
second with two players on screen, a 
rate that's unfortunately halved with 
three or four players. It's still perfectly 
serviceable, but nonetheless jarring. 
Online, up to two players on a 
single console can compete in Versus 
races or tournaments with no notice- 
able lag. You can also download Time 
Trial ghost data uploaded by other 
players, or post to Miiverse using a set 
of unlockable Mario Kart stamps. 
Then there's the much vaunted 
Mario Kart TV, which allows you to 
post highlight videos onto Miiverse 
or YouTube, edited according to 
which race elements you wish to 
focus the camera on. Even if you 
never make use of the upload 
feature, being able to review 
playback immediately after a race 
– fast-forwarding and rewinding on 
the fly – is a fun way to 
rub a victory ina 
friend's face! 


Minus some tiny hiccups, Mario 
Kart 8 may seem like the perfect 
sequel, but there's one glaring flaw – 
Battle Mode has been severely 
crippled. Coin Runners from Mario 
Kart Wii and 7 has been given the 
boot, leaving only Balloon Battle. 
Furthermore, instead of mode-specific 
arenas, you play on repurposed tracks 
from the main game, which clearly 
weren't designed to accommodate 
battles — you could drive around for a 
full minute before bumping into an 
opponent, even in a full 12-racer 
match! This omission severely impacts 
the game's longevity. 

Yet even with Battle Mode's mis- 
treatment, Mario Kart 8 effortlessly 
laps its predecessors on all other 
counts. There's no doubt that many 
will crown Nintendo's latest racer as 
the new series champion. - TONY 


BOOMERANG FLOWER 


Coming down the pipeline from Super Mario 3D Land is the 
Boomerang Flower, which grants players three chances to 
trip up their opponents with Aboriginal accuracy. If you miss 
your mark on the outbound toss, worry not! Reposition your 
vehicle to adjust the boomerang's return trajectory and give 
your opponent a taste of the real Thunder from Down Under! 


PIRANHA PLANT 


The Piranha Plant is similar to the Bullet Bill, only instead of 
rocketing you forward uncontrollably, it gives you short bursts 
of speed every time it snaps its trap. Your ferocious new pet 
will clear your path of road hazards and other drivers who 
wander a little too close. It'll even collect nearby coins for you! 
Aww! How sweet and thoughtful! 


SUPER HORN 


A defensive tool that can clear the immediate area of Banana Peels and 
incoming projectiles, the Super Horn is among the items available to 
first-place racers. That's especially good news, as the Super Horn is the 
only item that can destroy - yes, DESTROY! - the formerly invincible Blue 
Shell. Time your sonic blast as it passes overheard and say goodbye to 
the spiny death-bringer. At long last, the nightmare is over! 


THE BUNDLE THAT WILL SAVE Wii U? 


In Nintendo's most recent financial briefing, President Satoru Iwata reiterated Mario Kart 
8's importance as a sales driver for the Wii U. Mario Kart Wii is one of the best-selling 
games of all time — it even managed to sell 1.27 million additional copies from April 2013 
through March 2014 – so the pressure for Mario Kart 8 to perform comparably is high. То 
grease the wheels, Nintendo will launch a Mario Kart 8 Wii U bundle alongside the game on 
May 30. The package will contain a black Wii U Deluxe Set, a copy of the game, a Mario Wii 


Remote Plus and a red Wii Wheel accessory, all for $329.99. Furthermore, anyone who reg- Mario Kart 7 gave us the Lucky Seven, but Mario Kart 8 takes it one step 
isters Mario Kart 8 with Club Nintendo before July 31 will be able to download Pikmin 3, further. The Crazy Eight spawns a barrier of eight items — Mushroom, 
New Super Mario Bros. U, Wii Party U or The Legend of Zelda: The Wind Waker HD for free. Green Shell, Red Shell, Banana, Star, Blooper, Bob-omb, Coin — which can 

It's a tantalizing offer that's sure to cause a spike in Wii U sales — still, the days when a then be used one after another. However, don't be surprised should you 


single game could revive an ailing console may simply be behind us. never lay eyes on this exceedingly rare artifact – it hardly ever appears. 
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IF ANY TWO NINTENDO 
CHARACTERS COULD 
HAVE A BABY, WHO 
WOULD THEY BE AND 
WHY? 


TONY 
Kirby of the stars and 
Starfy of the sea, most 
definitely! In fact, I’m 
pretty sure they've already 
had a bunch of children - 
what are Super Mario 
Galaxy's Lumas if not a 
crossbreed of those two 
puffsters? 
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JONATHAN 
Pondering the mechanics 
and ramifications of a 
potential paring between 
Birdo and Yoshi is equal 
parts disturbing and fasci- 
nating. And what would 
their offspring be like? 
Would they be able to 
produce eggs from both 
ends? The world must 
know, for science. 
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МАВК 
If Charizard and Greninja 
had a baby, would it grow 
up to become the fabled 
DragonNinja, destined to 
kidnap President Ronnie? 


EMILY 
If Doshin the Giant and the 
Wii Fit girl had a baby, it 
would grow up to be an 
МВА player. 


BRETT 
| just think Nintendo 
should explain where all of 
these babies are coming 
from and which parents are 
letting them drive go-karts. 
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| guess well just have to keep going at it 


some more until we're used to it. 
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Where Do Star Babies Come From? 


THERE'S SOMETHING ALMOST 
immediately off-putting about 
Conception II: Children of the Seven 
Stars, the latest 3DS RPG from Atlus. 
You're dropped into a world where the 
teen protagonist is labeled "God's Gift" 
and has carte blanche to make oodles of 
Star Children with up to seven different 
teenage girls. Throw in some gratuitous 
jiggling animations, and it's even more 
awkward. But the weirdest thing about 
Conception II is how it kind of makes the 
outlandish and borderline sexist concept 
work - it marries a dungeon-crawling 
RPG with a dating sim and turns out to 
be a fun, albeit flawed, game. 

The basic flow involves talking with 
the different female characters that you 
can classmate with (or hold their hand 
suggestively and make a little star baby) 
so that you make them happy and can 
produce even stronger Star Children. 
unfortunately, a lot of the interactions 
are hollow. While it does affect the 
power of your Star Children and the 
game's multiple endings, being a total 
jerk doesn't really have any repercus- 
sions. Also, the game essentially 
requires you to enter relations with 
seven girls at the same time, which feels 
wrong. 

From all the classmating, you build 
up teams of Star Children so you can 
take them into various dungeons, where 
you adventure through randomly gener- 
ated floors searching for the exit while 
collecting items and fighting monsters. 
You can take your chosen heroine with 
you, as well as up to nine Star Children, 
split into teams of three. The combat 
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system involves setting up attacks from 
four different sides of enemies, making 
use of weak spots. For example, most 
enemies are weak from behind, so you 
want to attack them from behind. In 
most dungeons, | used the Auto Battle 
functionality, which allows you to easily 
set different tactics for different charac- 
ters on the fly. The combat system really 
only shows depth during boss fights, 
though, and even those mostly default 
to "use your best magic attack to 
destroy them." 

What makes the dungeons compel- 
ling is raising your Star Children, who 
come in a wide variety of classes, some 
of which are locked behind obtuse 
requirements. The classes range from 
conventional types like the Swordis or 
Magician to interesting ones such as the 
Astromancer or Merchant. The Star 
Children are almost like Pokémon, 
except they have level caps. When they 
reach their level cap (or even before), 
you can make them independent, which 
boosts your abilities. From there, you 


new Star Children and level them up. 
Over time, your Star Children can get 
crazy powerful. 

The story, taking place in a world 
living in fear of attack from demonic 
monsters, has a few twists and turns, 
but never really gets that engaging. 
Some of the dialogue is charming, but 
more often than not, it gets creepy. 
Conception II features the likes of dirty 
old men, overstimulated boys and vague 
representations of some terrible 
intimate acts. During one classmating 
sequence, a female character doesn't 
remember the act because she passed 
out during it. It's just uncomfortable. 
That's partially why I stopped caring 
about the story, because if | focused on 
the mechanics and the gameplay, | had a 
good time. When I thought about the 
subject matter too hard, | grew weary. 

Conception 11 is an enjoyable game 
that has has depth but is rarely over- 
whelming, something that works reason- 
ably well in the dungeon crawler/dating 
sim fusion. I just wish the subject matter 
wasn't so discomforting. - NEAL 


There and Brick Again 


LEGO THE HOBBIT 


THE GREATEST STRENGTH of LEGO The Hobbit is also its 
biggest weakness: the source material. Based on the feature films 
by Peter Jackson, the action-adventure game throws players into 
a beautifully constructed Middle-earth with Bilbo, Gandalf and a 
slew of 13 lookalike dwarves. But like the movies, the adventure 
starts off slow before picking up the pace in the latter half of the 
journey. 

For starters, LEGO The Hobbit features the same-old formulaic 
gameplay that's become a staple for the series. | hadn't played a 
LEGO title in a few years, but it wasn't a problem jumping back in 
again - which checks both the pro and con columns. You'll solve 
puzzles, buddy up with friends and utilize the specialties of each 
character to progress, as well as find collectibles. 

Sadly, the unique abilities of each character are difficult to 
ascertain in LEGO The Hobbit, because the dwarves at the heart 
of the story sport so many physical similarities. Even as a fan of 
the book (and to a degree, the movies), | grew a bit frustrated 
trying to remember whether it was Ori, Dori or Nori who has the 
slingshot for shooting specific targets. 

But developer TT Games does such a wonderful job recon- 
structing Bilbo's adventure in brick form that it's easy to forgive 
its shortcomings in many instances (though the crummy combat 
is hard to ignore). Outside of the typical LEGO levels, a vast open- 
world of Middle-earth awaits, filled with side quests, unlockable 
characters and some lovely sights and sounds. LEGO The Hobbit 
nails the whole setting and presentation of the films, adding in 
clever comedic takes that add a bit of playful fun. 

And LEGO The Hobbit shines in two player co-op mode. 
Thankfully, TT Games allows for split-screen gaming with the 
GamePad, letting each person һауе a dedicated screen. Other 
than that, the device's functionality is rather minimal. 

To sum up, LEGO The Hobbit adds to the wealth of the films 
with a wonderfully constructed virtual brick version of Middle- 
earth, but the source material also leads to the downfalls of 
Bilbo's adventure. It truly feels like we've all been 
here and back again, for better or worse. - EVAN 


PUBLISHER: WARNER BROS. I.E. & MGM 
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Sightseeing 


2012’S AMAZING SPIDER-MAN game 
was a rather nice surprise, as the titular 
webhead tends to deliver mixed results in 
terms of quality gaming. It was even easier 
to swallow on the Wii U, as Activision 
bundled in extra DLC as well as GamePad 
support, which made for a fairly enticing 
purchase for those who hadn't played it yet. 
unfortunately, the second time around isn't 
50 amazing. 

Put simply, it actually feels like it was 
rushed, with issues like screen tearing and 
sound problems, as well as design issues as 
a result of a poor all-around user interface. 
It's a good thing, then, that developer 
Beenox nails the web-swinging aspect, 
which hasn't been better since Spider-Man 
2 roughly a decade ago. Spidey can now 
control each individual arm with either 
trigger, allowing for more freedom of 
movement than ever before. You can also 
let go of your web motion early to rocket 
ahead, and your slingshot maneuver - as 
well as your time-freezing dash power – 
make things even smoother. 

Missions suffer from extreme pacing 
issues, however, that’ll make you want to 
keep swinging around aimlessly, often 
stopping to force you into the shoes of 
"normal" Peter Parker. These sequences 
usually involve interviews with multiple 
dialogue options that all result in the exact 
same outcome any way, which feels point- 
less and really throws off the action on a 
consistent basis. 
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THE AMAZING SPIDER-MAN 2 


Combat is serviceable, emulating 
Batman's Arkham series as best as it can, 
but any nuances tend to be distilled down 
to "press the counter button occasionally 
and mash attack." Spider-Man has a few 
unique combos and moves that look cool 
the first few times you see them, but after a 
while you'll get tired of seeing the same 
two or three finishing moves. 

The good news is that the game is 
packed to the gills with villains – although 
even that doesn't always work in Amazing's 
favor. The big bads are a bit uneven, 
because for every well presented villain like 
Kraven, there's an uninspired encounter 
with Black Cat. It's also a bit odd having the 
games sort-of-but-not-really attempt to 
emulate the actors' likenesses from the 
films. 

As for the Wii U-centric features, Off-TV 
Play is intact for the GamePad, and if you're 
gaming normally on the TV you'll be able to 
make use of a map - in other words, it's 
about on par with every other version of 
the game, just with a few unique additions. 

The Amazing Spider-Man 2 should 
placate hardcore fans in many ways, but it 
certainly isn't worth paying full price to 
play. | hope Beenox can get their act 
together for the upcoming litany of 
Spider-Man movie tie-in games, because 
the original "Amazing" was a 
great start that unfortu- 
nately went backwards 
with this newest 
iteration. - CHRIS 
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What is your explanation for the current 
number of witnesses? 


The witch cast а spell on them. ш 
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Phoenix 


Lis 


| can't help but feel that's a word I've used 
quite a bit in the past...) 


Law Meets Order 


IN THE HALCYON days of the original DS, 
few third party franchises rose to the 
(somewhat surprising) levels of success that 
the Layton games achieved. Their accessibil- 
ity, charming tone and colorful cast of charac- 
ters forged a breakout hit for developer 
Level-5, who continued the series up until the 
recent 3DS release of the story's final install- 
ment, Professor Layton and the Azran Legacy. 
Capcom's Ace Attorney series, however, 
was a different story – the series had already 
been fairly successful in its native Japan since 
the GBA days, and Capcom hoped to recapture 
this triumph by porting the games to the DS in 
the West. It may not have been quite the 
system seller the Layton series was, but 
Phoenix's franchise did manage to capture a 
sizeable, dedicated fanbase, ensuring the con- 
tinuation of the Ace Attorney saga in other 
territories for the years to follow. So, when 
these two beloved portable franchises collide, 
who comes out the winner? 


The answer is 


[ndn Jai [Cri eco 


Z—They didn't see things correctly 


One of them is the witch. 
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This game begins in true Layton style, with 
a mystery arriving right at the behatted pro- 
fessor's door on a dark and stormy night. This 
time, however, rather than a letter or mysteri- 
ous trinket, the enigma is a young girl named 
Espella Cantabella, fleeing the grasp of a 
group of supernatural assailants. Layton and 
his young ward Luke fervently agree to harbor 
the young runaway, but almost immediately 
find themselves transported to a mystical 
realm via a magical book. Phoenix Wright (in a 
turn of his typical bad luck) finds himself in 
London on a lawyer exchange program as 
these events unfold, and quickly finds himself 
and his assistant Maya Fey also being relo- 
cated to this strange new world. 

Fans of Ace Attorney may find this story a 
little hard to swallow - the series has always 
featured supernatural elements, but never to 
this degree - but those who have enjoyed 
Professor Layton's previous exploits will feel 
right at home here. The game prominently 
features magic and other supernatural phe- 
nomena, but these follow their own unique 
logic that is explained to the player. It's far- 
fetched to be sure, but doesn't make deduc- 
tions or problem solving as difficult as it may 
sound. 

The game is predictably split into two types 
of play, each one drawing from their respec- 
tive progenitor. Exploration of the town of 
Labyrinthia is done entirely in a Layton-esque, 
point-and-click manner, entailing interacting 
with the bright, colorful environments to 
discover Hint Coins and hidden puzzles. The 
puzzles seem to be a little fewer and further 
between than in previous installments, which 
makes the game a little less immediately 
engaging - but allows for greater realization 
of the world Layton and his cohorts now 
inhabit. Labyrinthia is filled with objects to 
examine and locations to explore, each elicit- 
ing a different response depending on which 
characters are present at the time. Some of 
the flavor text here is hilarious and charming 
– an indicator of the fantastic localization – 
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me shudder... 


and taking the time to poke at everything on 
the screen is well worth the effort. 

When diplomacy inevitably fails and Mr. 
Wright's legal skills are required, the game 
shifts into a courtroom mode similar to that of 
the Ace Attorney games. It's this aspect of the 
game that's seen the most modification — 
while the Professor's segments remain mostly 
intact from previous outings, trials have seen 
the introduction of several interesting new 
twists that enhance the gameplay (while 
remaining true to the spirit of the Ace 
Attorney series). While questioning witnesses 
and presenting contradictory evidence is as 
ever-present as expected, the most prominent 
change is mob interrogation - Phoenix is no 
longer limited to cross-examining just one 
witness, and often whole groups of witnesses 
will testify at once. Using their statements to 
contradict those of their associates and 
picking up on subtle cues as to which witness 
is incorrect is key to progressing in the game, 
and it provides a welcome boost of adrenaline 
to Phoenix's proceedings. Adrenaline the 
plucky lawyer will need – while previous 
games have been vague as to the sentencing 
of the guilty, here the grim outcome of the 
trials is explicitly stated, likely the cause of 
the game's boosted age rating. The game 
exercises discretion and is in no way graphic 
or gruesome, but the alleged witches on trial 
here are dealt with in the time-honored tradi- 
tional manner, and it makes for some disturb- 
ing implications. The stakes have never been 
higher, though, and it lends a real emotional 
punch and gravitas to court cases. 

Without spoiling too much, the plot is full 
of the twists and turns one would come to 
expect from either series, and is punctuated 
by beautiful animated cutscenes akin to those 
in Ace Attorney: Dual Destinies. It's a joy to 
watch this tale unfold, and the writing does an 
excellent job of relaying likeable characters, 
both new and old. Assistants Maya and Luke 
steal the show here; their childish inquisitive- 
ness and naiveté making for fantastic banter 
between the two, while Phoenix is as snarky 
and sarcastic as ever. The only real drawback 
with the writing is that Layton himself comes 
across as too much of a know-it-all, particu- 
larly in early segments of the game, always 
quick to tell Phoenix how to proceed in court 
cases and instruct the group on what to do 
next. It's meant to guide the player through 
the early hours of the adventure, but it can 


The very idea of a witch appearing makes 
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come off sounding like bad Professor Layton 
fan fiction when he's constantly coming to the 
party's rescue. Still, there's a lot to like here, 
and fans of only one of the two series combin- 
ing here will no doubt want to look into the 
other franchise before the end credits roll. 

The soundtrack is fantastic, blending 
themes from both franchises into a charming, 
melodic musical backdrop that conveys the 
sense of mystery and tension. It sounds closer 
to the Layton games in tone than it does to 
Ace Attorney, but the iconic "Objection" and 
"Cornered" themes are present and as exhila- 
rating as ever. The game's backgrounds are 
beautiful and detailed, while character models 
animate fluidly, bringing life and energy to 
each scene. 

The game leans a touch heavier on the 
Layton side than the Ace Attorney side, but 
there's a lot to like here for fans of either 
series. And if you enjoy both, then this 
purchase is a no-brainer - Professor Layton 
vs. Ace Attorney is far greater than the sum of 
its parts. This collaboration stands as one of 
the most natural gaming has ever seen, and 
any further installments would be more than 
welcome. When these two giants collide, the 
real winners are the fans. - ROBERT 
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Back into the Swing of Things 


LET'S FACE THE facts, shall we? 
Mario Tennis Open was a bit of a 
letdown - a rather lackluster experi- 
ence that didn't offer up much in the 
way of replay value. While fans may 
have been a bit saddened by that 
release, it's clear that Nintendo heard 
our complaints and addressed them 
via Mario Golf: World Tour. While there 
may be one element that long-time 
Mario Golf fans may miss, Mario Golf: 
World Tour shows that the Big N is 
back in the swing of things. 

It’s always nice to have sports 
offerings from Nintendo. These titles 
never have a barrier to entry like tra- 
ditional sports games do. No need to 
know the intricate ins and outs of golf 
to appreciate World Tour. You have a 
club and a ball, with your objective 
being to sink that dimpled sucker right 
into a hole. If that's all you want out of 
your golf experience, Mario Golf: 
World Tour will give you that. If you're 
looking to learn more about golf's 
minute details and vernacular, Mario 
Golf: World Tour offers that up as well. 
A silly, quick experience or a deep and 
meaningful one - the choice is com- 
pletely left up to you! 

Mario Golf: World Tour does a won- 
derful job of making you feel very at 
ease with the game of golf. For those 
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who don't want to fiddle around with 
every aspect of their shot, you can 
simply step up to the tee and whack 
away - World Tour will set you up with 
the club best suited to your position. 
Easy-to-read power meters make for a 
no-fuss approach to each cup, helping 
you to quickly get started with the 
action. The in-game tutorial lasts only 
a couple of minutes, showing you the 
very bare bones of how to play. These 
mechanics can certainly take you very 
far on your golfing adventure, but 
those looking to squeeze every ounce 
out of the experience will be looking 
to learn about all the X factors. 

It's even up to you to decide how 
you want to play. If you'd like to take 
the traditional route, you can use 
button presses to work your way 
through the entire game - but the 
touch screen is also littered with big, 
colorful buttons that you can use to 
chip and putt your way to victory. Both 
options are available at the same time, 
50 you can feel free to mix and match 
as you play. Sometimes it might be 
easier to add topspin to a ball by 
touching an icon rather than inputting 
a string of buttons. Other times you 
might want to just barely nudge the 
camera with the Circle Pad to get the 
perfect view of the action. Again, 
World Tour goes out of its way to make 
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you feel completely at ease and let 
you play how you want to play. 

You'd best figure out what feels 
right in the palm of your hands early 
on, though, as this game offers a ton 
of content for you to plow through. 
There are traditional tournaments to 
tackle, course champions to defeat 
and plenty of locations to visit. You 
can even tackle skill-based challenges 
that have you teeing up with targets 
you have to send the ball flying 
through, coins you need to collect and 
items to help further your game. 
Depending on how and where you 
play, you might be able to grab a 
Super Mushroom to help speed your 
ball along its path to victory. Or 
perhaps an Ice Flower will help you 
bounce your way to success! You'll 
have plenty to learn and explore as 
you tackle the many Castle Club and 
Mario World courses. 

All that and you still haven't even 
scratched the surface! You can now 
set out to make a name for yourself 
with local or online multiplayer too. A 
few matches online will quickly show 
you just how much you have to learn! 
Getting your butt handed to you online 
certainly gives you reason to go back 
to the single-player and bone up on all 
aspects of your game. 
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It’s also a good excuse to rise 
through the AI ranks and earn yourself 
some fancy accessories. Feel free to 
head to the in-game store and use 
virtual coins to purchase clothing, new 
clubs, balls and so much more. Mario 
Golf: World Tour really does let you set 
out to become the best virtual golfer 
you can be, and all in your own way. 

The only niggling issue for some 
players might be one they consider to 
be a grave misstep: Mario Golf: World 
Tour does not include a true RPG-like 
experience that previous Mario sports 
games on the Game Boy did. It's true 
that this title has a hub and characters 
to talk to, but you're not going to get 
that same role-playing experience 
you've had before, in titles like 
Camelot's first portable Mario Golf 
game for the Game Boy Color (which is 
now available as a 3DS Virtual Console 
title for only a few dollars, if you want 
to make the direct comparison). 

It's up to you to decide if the lack of 
a real RPG-like focus makes or breaks 
your experience. But if you're willing 
to look past it, you'll be sure to find a 
wonderfully crafted, finely tuned 
experience that is jam-packed with 
fantastic content. This is certainly one 
of the best, if not the best sports 
experience on 3DS. - KEVIN C. 
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Pac-Man and the Ghostly 70 David #6 Disney Infinity 8.0 Daan #5 
Adventures Disney Planes 6.0 Lucas #5 SCORE REVIEWER ISSUE 
Pokémon Mystery 7.0 Lucas #2 Donkey Kong Country: 9.5 Lucas #8 
Dungeon: Gates to Infinity Tropical Freeze Pandora's Tower 6.0 Robert #2 
Pokémon X & Pokémon Y 90  KevinK. #6 FIFA Soccer 13 8.5 Neal #1 Teenage Mutant Ninja 5.5 David #6 
Power Rangers Megaforce 5.5 David #6 Game & Wario 6.5 Robert #4 Turtles 
Injustice: Gods Among Us 8.0 Neal #3 Wreck-It Ralph 3.0 Lucas #1 


SECOND OPINION 
KIRBY: TRIPLE 
DELUXE 


Though Kirby's latest adventure just went on 
sale in North America and Europe in May, it 
was first made available in Japan in January – 
which prompted us to run an early review of 
it in our first issue of 2014. Daan thought the 
game was spectacular, calling it a "classic" 
and "a system showpiece" as he awarded it a 
rating of 9.0. Now that I’ve had a chance to 
play through the final North American 
version myself, I find myself fully agreeing 
with Mr. Koopman's earlier analysis. Some 
have complained about its lack of difficulty, 
but those people must be having difficulty 
themselves in understanding the audience 
that games like Triple Deluxe are going for – 1 
though it was brilliantly balanced, and | look 
forward to revisiting this game a few years 
down the road as one I can use to help intro- 
duce my sons to gaming. (There's a reason 
why "easy" games exist!) - LUCAS 


9.0 


DAAN 
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COMMUNITY 


TINY CARTRIDGE 


Eric Caoili, JC Fletcher and a simple, smiling DS cart 


team up to chronicle the weird and the wonderful in the 


world of handheld gaming. feel like posting, because it’s our site and it’s 

nice to have that kind of freedom. 
IF YOU LOVE handheld games, you might have Somehow by doing this, by doing whatever 
encountered Tiny Cartridge (tinycartridge.com). we feel like whenever we have some spare time, 
That’s the blog run by Eric Caoili and me about we've built an audience, including a sizeable group finding and making really good GIFs. I’m grateful 
handheld game news, retro stuff, chiptunes and within the ТитЫг platform who "like" and share and baffled. 
other oddities. It started as a weird Tumblr site our posts. | feel like this is where | would be Over the years, we've developed some coverage 
where we would write up the funny junk about expected to say something about believing in areas I feel we're really good at, including accesso- 
handheld games that we found in our RSS feeds, yourself and following your heart, but it might be ries, chiptune music and Nintendo Direct news 
purely for our own amusement. In the five years more apt to ascribe that success to Eric's talent for roundups, but | don’t know how much of that draws 


since we started, it's grown to include a lot more 
original content, including interviews, reviews, and 
opinion pieces, but the core is still our idiosyncratic 
personal preferences about handheld game news. 

How did we end up writing a weird DS site? It all 
started with ... a slightly less weird DS site. Back in 
2007, the two of us, along with our Tiny Cartridge 
co-founder Alisha Karabinus, were working for DS 
Fanboy, a platform-specific subsite of Joystiq. Even 
though the mandate for DSF was wide-ranging DS 
coverage, we still found ourselves drawn to 
material too esoteric or limited in appeal for even 
that specialized audience. Sometimes you just want 
to dive really deep into the personality behind a 
Japanese DS game about walking, you know? Or 
embed a Golden Axe metal video for the fifth time. 

The DS era was a boom of weird stuff: non- 
games, homebrew games, dumb peripherals and 
more - and fans who made cool crafts inspired by 
all that. The material that we found most interest- 
ing was the stuff that we sent each other over AIM 
while we looked for real news. 

So Eric found this cool new blogging platform 


: Review: Kirby Triple Deluxe в 
called Tumblr, and we brainstormed а name anda 


Kirby Triple Deluxe has almost certainly been in the works since the early days of 


logo for this repository of quick posts about 5 | the 305. It's absolutely loaded with 30 gimmickry — stuff going іп and out of the 
* А А : screen with all the subtlety of those old 3D Three Stooges shorts. These days, 
random junk. Over time, Eric and Alisha left DSF. nobody really puts in the effort to sell the "3D" aspect of the 3DS, and the arrival 
Eric moved on to Gamasutra, and later an office job of the 2DS has all but deprecated the feature anyway. So this game must have 
: "m . $ been made before th rid led on 3D. 

outside of game writing; Alisha pursued a master's ОЕ 

= СЫРА Triple Deluxe is also really beautiful and polished, another point suggesting that it's 
degree (and departed Tiny). | ended up joining ЕЕ, 
Joystiq proper, eventually becoming managing = = 
editor. But even with other full-time jobs, Егіс and I ее шыу юм сасады эм 
stayed with our new friend Tiny, keeping the site hal laboratory. 


updated with new posts every day for over five 
years, just because we love it. To reiterate: we 
spent our time off from our full-time positions as 
game bloggers ... blogging about games. 


2 
From those origins, we've moved away from WHAT YOU LL РІ М D ON TH 3 WEBSITE 
solely covering the DS, branching out into handheld The "Tiny" mascot came out of a concept depicting two DS carts facing a third DS cart with a heart on it. The 
Кре" а tableau was cute, but we realized a single mascot would be even cuter. Tiny was originally atop a site 

gaming in general. 05, 305, P5 Vita, PSP, retro designed to resemble a DSi, with a pixelated microphone and camera between the header and the content. 
handhelds and even mobile games all find their It evolved into its current form when we commissioned superstar designer Cory Schmitz to help us make the 
way into our posts, as does, you know, whatever we site look cooler while maintaining its minimalist layout and easy readability. In that redesign, we got such 

advanced, next-level features as a sidebar to highlight original content! 

Despite the refresh, we didn't get rid of the Ninja Gaiden image at the 

bottom of every page. It adds a nice frisson of suspense between pages. 


There's also a lizard. What would even be the point of the site 


; о 
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our audience, versus the random junk we throw up 
there. Sometimes lll find, like, a Pokémon lunch 
box as a throwaway weekend post and it'll blow up. 
І don't know. 

Our most popular post, and one we still get 
comments on every single day, is a reproduction of 
a Pokémon creepypasta story Eric put up three 
years ago. Some favorites, just to give you an idea 
of our "flavor," are an early post in which Eric 
synced up a Sonic and The Black Knight trailer with 
the theme song to the cartoon King Arthur and The 
Knights of Justice. 

This year, Tiny Cartridge went from being a 
hobby to being a real job. | left my position at 
Joystiq in 2013 to take care of my newborn daugh- 
ters, Catherine and Emily. Somehow, during baby 
naps and at night, | continued posting to Tiny. I 
wanted to keep my writing skills sharp and my 
name visible, and | wanted the continued excuse to 
chat with Eric occasionally on AIM. 

At this point, we also started the TinyCast, our 
podcast with Gamasutra's Christian Nutt and free- 
lance writer/artist Francesco Dagostino. I'm not 
going to lie: the podcast was the result of a burning 
desire to talk about Animal Crossing: New Leaf. It's 
nice that we kept finding things to talk about after 
that, and it's even nicer that people listen. (We're 
on iTunes and at tinycartridge.com/tagged/ 
podcast). 

With the sudden rise of expenses and reduction 
of income, we were spurred to try to turn Tiny into 
more of a professional endeavor, something we'd 
wanted to do for years anyway. After a few experi- 
ments, we settled on a Patreon crowdfunding drive, 
which I'm grateful to say has been a success. Now 
the thing | used to do after work is my work. Better 
yet, it's a job I can do part-time, on my own weird 


HOW TO BECOME 
A PATRON 


Patreon is a new crowdfunding platform kind 
of like Kickstarter. The main difference is that 
while Kickstarter gathers a single pledge 
from each supporter for a single, discrete 
project, Patreon allows fans to pledge a 
recurring payment for an ongoing endeavor – 
like an amount per video, per song or, in the 
case of Tiny, per month. In return, project 
creators can offer recurring rewards. 

If you like Tiny Cartridge and would like to 
support the site, you can pledge at 
patreon.com/tinycartridge. You can change 
your pledge amount or cancel at any time, so 
don't worry about being locked into a long- 
term commitment! 


schedule, opening my laptop whenever I get a 
minute to write quick posts about 3DS cases that 
look like Japanese children's show characters. 

The kindness and generosity of our loving fans 
has enabled me to bring in a little income to help 
with the costs of twins, and allowed Eric to supple- 
ment his income from his new office gig, without 
having to hunt down the rare freelance writing 
assignments we were both doing. It's been more 
than a dream come true, because I never dared 
dream I'd have a job this great. | get to do exactly 
what I'd be doing anyway, in exactly the time | have 
to do it. Pretty nice deal! And aside from keeping 
the two of us afloat, the Patreon drive is allowing 
us to grow Tiny in exciting ways, affording us a 
small freelance budget and money for things like 
podcast hosting and equipment. 

Though the site started as a goof and continues 
to be subject to our whims, it speaks of a strongly 
held philosophy: that handheld gaming is worth 
just as much attention as console, PC or mobile 
gaming. This doesn't seem like a controversial 
opinion, but it's hard to find dedicated handheld 
coverage! There's just not enough attention paid to 
these little games, in my opinion. In the main- 
stream press and other sites, they've historically 
been treated as a secondary concern, even though 
some of the most worthwhile experiences in the 
medium can be found on a Game Boy, DS, Vita or 
other handheld. 

To us, handheld games are an environment 
where both wacky experimentation and nostalgic 
gameplay styles can thrive. Handheld games fit 
more easily into the lifestyle of a busy adult, espe- 
cially now that they all have sleep modes. They're 
easier to deal with than computers, and you can 
play them privately without subjecting everyone in 
the room to your pastime. They're definitely worth 
a site, and all our spare time. - JC 


TINY'S CAMEOS 


Tiny isn't just a perpetually joyful DS cart 
who does nothing more than sit at the top. 
of the website — he's taken on a life of his 
own and made several cameo appear- 
ances in a variety of different video games 
over the years. Here are some of the 
places you can encounter him. 
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WIZORB 


The developers at Tribute Games created 
this mash-up of an RPG and the classic 
brick-busting gameplay of Breakout, then 
mashed things up further by throwing Tiny 
into the mix as an arrangement of bricks 
to be busted in one of its levels. 


NINJA SENKI 


The Wizorb appearance actually wasn't 
Tribute Games' first tribute to Tiny, 
though, as before that he'd inspired the 
design of a room in the Game Boy Color- 
esque platformer, Ninja Senki. 


TINY BARBARIAN 


The shared name between the website 
and this game might have inspired this 
cameo, as Tiny appears as a boss charac- 
ter who flips himself over to reveal a dark, 
angry side and attacks the miniscule hero 
of Tiny Barbarian. 


++++++ ++ 
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MERCENARY 
KINGS 


Finally - and most recently - Tiny took a 
second job as a boss character, this time 
harassing the heroes of Mercenary Kings. 
The Contra-esque shoot-'em-up just 
launched for PC, Mac and Р54 earlier this 
year, with a Vita version still on the way. 
The only problem with all the great Tiny 
cameos? He still hasn't shown up on a 
Nintendo platform! Come on, Tiny! 


~ 
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| GRAB THE key to the collection room and unlock 
the door. Suddenly I have two little boys at my feet 
wondering if they can look at the collection today. 

"Sure," | say, "but ask before you touch 
anything." 

How hard would it be for a four- or five-year-old 
to only look at a bunch of enticing toys, but not be 
able to touch them? How hard would it be to have a 
collector let a little boy hold something that is 
extremely rare and in mint condition? Somehow, 
I’ve had to strike a happy medium between those 
two desires, but that is what being a gamer/father/ 
collector is all about. 

With me, it all started when I played Super 
Mario Bros. at a neighbor's house - | never looked 
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GROWING UPIN THE 
NINTENDO MUSEUM 


NF's own Brett Martin is the owner of the largest collection 
of Big N memorabilia on the planet — and also the father of 
two curious boys. What happens when those worlds collide? 


back. In 1989, there was a lot of merchandise out 
for Nintendo items, but few were available in my 
area. I'd stare longingly at Nintendo catalogs, 
asking if my parents had seen any of the items in 
stores. | did get a few things, and one of them was 
a Mario figure holding a Super Mushroom from a 
company called Applause. Once | had my own 
income, | went on eBay to complete the set. While 
hunting, I found other sets. | started looking for 
those catalog items, and then daily searches led to 
importing items from Japan. 

Fast forward to today, where I have the largest 
video game memorabilia collection on the planet 
(according to Guinness World Records). | went from 
enthusiast to hobbyist to collector to historian to 


curator, and, now, back to fan because of the kids. 

| always wanted kids and always wanted to 
share my love of games with them. | was reluctant 
to let them have certain things at first – "ме seen 
consoles mistreated by kids before. (Anyone who's 
ever looked at a Walmart display kiosk knows what 
| mean.) It was just a matter of explaining to them 
how to respect what I allow them to play with. If 
they mistreat something, they can no longer play 
with it. So far - knocking on wood - nothing has 
been broken. 

While I certainly have less time for personal 
gaming, gaming in my house has never gone away. 
I used to play during the day, but now I have to wait 
until they're asleep at night if the content isn't in 
their age range. Luckily, plenty of it is. When my 
oldest son was two years old, | decided it was time 
to fire up the NES and see what he thought of 
Super Mario Bros. | did the same with my youngest. 
| filmed both experiences (up on YouTube!), and 
each was hooked after that. Whether it was my 
obvious enthusiasm that they fed off of, or if it was 
the charm of Mario that every kid seems drawn to, 
we all knew we would be seeing plenty of Mario in 
the years to come. 

I've played bits and pieces of all of the main 
Mario series with them, especially the multiplayer 
ones. I’ve also introduced them to many other 
games outside of Mario, but seeing as how Mario is 


more fun for all ages, we return to it often. 
With each game we play they grow more 
fond of the characters, just as 1 did. As they 
become more enamored, I'm more inclined 
to show them the merchandise relevant to 
those characters. 

They do have supervised access to the 
collection. Many of the items in the collec- 
tion – statues, high-end figures, mint collect- 
ibles, prototypes, etc. - are not meant to be 
handled by young boys. | let them play with 
some of the items, but most of the time if 
they really like one I'll get them one of their 
own, provided it's available. They really only 
want stuff from games on the Wii U, which 
means none of it is rare or hard to find yet. 
Still, | find myself importing a lot of their 
toys from Japan. There are other items that 
beg to be interacted with, such as sound 
drops, action figures, costume pieces, 
playsets and table games. As long as it isn't 
rare or sealed, I'll let them have a go. If they 
really want to see something rare, I'll get it 
down and show it to them. Often, I'll be able 
to recall how I got it, the history, and why it's 
rare and shouldn't be played with. It must be 
hard for them to grasp why a toy can't be 
played with, but my sons seem to under- 
stand the concept of plaything vs. collect- 
ible. The collection does have a lock on th 
door and a hidden key for a reason, t 


As kids, they can't be gaming all of the 
time. They still do plenty of other stuff, but 
much of their imaginary play is aided by 
Mario or Link's hat, Samus or Mega Man's 
arm cannon, Marth or Meta Knight's sword 
or Olimar's Pikmin. 

Any child can become any character in an 
adventure of their own creation, and it's 
such a joy to watch. It just makes it that 
much sweeter that all of it is available at a 
moment's notice from the museum. 

Many of my collector instincts are 
trumped by wanting to see the boys have fun 
with the toys. As a father, | wish more of the 
toy companies would focus on the accesso- 
ries of the Nintendo characters for imagi- 
nary play, while as a collector it would be 
amazing to own a replica of Fox McCloud's 
gun and head gear, Link's many different 
gadgets or Pit's bow. 

No telling if they'll be lifetime gamers like 
me, but as more of the gaming world opens 
up to them, game nights will be something 
to look forward to, and new challenges and 
new frontiers will await the Martin boys! 

- BRETT (AND CECIL AND IAN) 


videogamemm.com 
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INTRODUCING YOUR KIDS ТО GAMING 


Gaming with the boys has been а lot easier than | thought it might have been, but there аге so 
many great options. These days we seem to play plenty of Nintendo Land and Super Smash Bros. 
Brawl - they're great ways to introduce them to the world of Nintendo that I hold so dear. After they 
ask about a character, we go back and play the games that they came from. Some are too tough, so 
they'll just sit and watch. But most are playable. For younger kids, co-op or team games are a better 
fit, as they have to rely on each other to get past obstacles. We cycle through New Super Mario 
Bros. Wii and U, Kirby's Return to Dream Land, Wii Party U, Rayman Legends and more. It's amazing 
to me how quickly they pick everything up. І helped a lot at first, but now they dive in. My oldest, 
Cecil, is in love with the Star Fox series and plays Star Fox 64 3D a lot. My youngest, lan, loves Super 
Mario 3D World. As Cecil can read really well now, | want to get him some Pokemor games for his 
birthday. lan is ready for more solo experiences as well. The best genres tend to be platforming, 
some puzzle, 3D adventuring, shmups, racing, party, sports, music and retro. I’ve let them try just 
about everything though. Anything overly complicated, hard to control or with lots of text bores 
them easily or overwhelms them. RPGs, strategy, sims, some fighting games and obviously anything 
with adult content or gratuitous violence will need to wait a while. Watch that ESRB rating! 
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А CAPELLA AWESOMENESS 


SMOOTH MCGROOVE 


Interviewing the one-man band whose self-harmonizing 


YouTube videos are giving Nintendos tunes an all-new sound. 


NF: You seem to be quite musically gifted! How 
did you come to learn of your talents? 

SMOOTH McGROOVE: Thanks! I grew up in a 
very musical family, so | couldn't avoid music even 
if | wanted to. My parents listened to music daily 
and encouraged me to take piano lessons early on, 
and eventually drum lessons. As a former music 
teacher, | know that the earlier you expose kids to 
music and talk with them about it the better. 


What caused you to apply those talents to the 
world of video games? 

It happened pretty naturally. I’ve always listened to 
video game music and dabbled in songwriting and 
recording, and video game music has always influ- 
enced me. It was only a matter of time before I 
started covering video game songs in one way or 
another, and this seemed like a fun way to do it! 


What is it about video game music that resonates 
with you? 

The way the music colors the video game worlds 
has always resonated with me. It takes imagination 
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to help video games (especially early ones) come 
alive, and the music can set an amazing stage for 
that to happen. 


You certainly have an affinity for classic Nintendo 
franchises. Which series provides you with the 
best tunes to perform? 

| started off with Zelda songs because | knew them 
so well. I've always loved the music from the 
Nintendo franchises, and І don't think ГИ ever get 
tired of arranging and recording Koji Kondo's tunes! 


How did you come up with the idea of being a 
one-man a capella performer? 

Prior to that | had been writing original songs, and I 
got stuck writing either a melody or lyrics. I 
decided to cover a Zelda song to help break that 
creative block. 

Using "only my voice" came to mind because it 
limited me to a single instrument, which always 
helps get creativity flowing. It definitely did 
start flowing, and it snowballed into something 
more fun than I had imagined. 


How long does it take you to put together one 
video? 

It really depends on the difficulty of the song, but 
on average I'd say it takes between four and seven 
days to complete a video. 


Is there a Nintendo game/franchise that you 
haven't tackled yet, but are dying to give a shot 
soon? 

I've done songs from quite a few Nintendo games, 
but there are plenty | haven't gotten to yet. Animal 
Crossing, Kid Icarus and the Mother series come to 
mind. 


Which has been your toughest performance so 
far? 

Oh man... several songs have had tracks that 
really taxed my voice and lips. Pokémon Ruby and 
Sapphire's Mt. Pyre theme and Contra's Jungle 
theme definitely pushed my limits! 


Out of all the videos you've put together, which is 
your favorite so far? 

I'm extremely proud of how Guile's theme turned 
out, and also "Bloody Tears" from Castlevania. It's 
really hard to pick because so much work goes into 
every video. 


Can you give us a tease as to what Nintendo 
games you'll be covering in the near future? 

| don't know when yet, but Га like to do one from 
Professor Layton soon! 


INTERVIEW BY KEVIN CASSIDY 


СОМІСВКЕАК 


Come №, Fox! Do You SPor | ACE PIRATE SOUNDS 
ANY TROUBLE DOWN BELOW? ЈЕ SPACE DS £5, у боо 
WERE GOIN’ in! 
А әт ^ а 
9 У й 2 2 [ “ LJ 6 | 


SORRY, Кірро, BUT IVE BEEN 
5 || CALLED № FoR WORK AGAIN. 
ILL HAVE To 
CATCH You LATER... 


"МА | 


LUSZKA — — CHRIS CARTER 


ROBERT HUGHES TEAGAN McKENZIE THOR THORVALDSON TONY PONCE 
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САКТЕК & CALVIN 


Half a year ago, іп our sixth issue, | shared the happy news that our family 
was looking forward to the arrival of "Player 4" soon. Now, I’m even happier to 
show him (and his big brother) off to you all! Calvin Martin Thomas was born 
on February 6, and we've wasted no time in helping him live up to his 
namesake by surrounding him with as many tiger toys as we can find. He's 
especially fond of his "Tigey," (the one with the pacifier attached to it), and 
Carter is very quick to find it and bring it to him whenever he starts to cry. He's 
proven to be a wonderful big brother so far, and Гт honored and amazed 
every day that I get to be the father to these two sensational sons. 


Also, as an update on the Nintendo side of things, Carter's become very fond 
of Super Mario 3D World since that game appeared on our cover of that same 
sixth issue. He doesn't play himself, but he cheerily suggests for me to play so 
he can watch, then tells me which characters to use 
and when. I'll continue to chronicle the boys’ 
growth as game fans through the years 
ahead, of course. What else would a 
good Dad do? 
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